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INTRODUCTION 


Dragons have always been an inspiration to me as a player of not just table-top games, but of video games 
as well. They are the archetypal symbol of fantasy. Since I was a child, I have always daydreamed of being 
a hero in a fantasy world. To escape my simple village and see a grand world before me, full of magic, 
treasure, and adventure. Yet even in my world of imagination; one is not a hero until he slays the dragon. 
Such is the impact this single creature has on the genre. None are above it. None may rule over it. The 
dragon IS the game. The dragon IS the adventure. He is the reason why the adventurer sets outs on his 
quest. 


Ihave found however that for as epic as dragons are, and as excited as many a game master can be for 
the spectacular battle he or she has laid out for his players; that not many are actually prepared for what it 
really means to fight a dragon. What it means to slay a dragon. Dragons are intelligent beings, with hopes 
and dreams, with strategy and cunning. They are not mere beasts meant to be slain for their hoard; with 
no recourse but to lash out with fang and claw. Dragons are creatures of magic, with vast troves of magic 
items and spells at their disposal to protect and safeguard themselves and their home. Dragons use 
magic items just like adventurers do, they cast spells just like heroes and villains do; and most of all...their 
innate wonderful magical bodies are as valuable as real treasure is. 


In What They Don't Tell You About Dragon Hoards we present for you a plethora of magical items that 

are directly or indirectly related to dragons. From weapons and armor manufactured from dragon parts 
to equipment designed to defeat dragons, to legendary items passed down from dragon to dragon, to even 
draconic equipment meant to fight pesky greedy adventurers. We also provide richly detailed descriptions 
of what you can do with the body of a slain wyrm, from the cost and value of their powerful leather, to 
even the alchemical and practical uses for some of their blood and body parts. We have three different 
subclasses designed to fight or interact with dragons. And lastly, we provide a list of draconic spells meant 
to be used by true dragons. Whether for their own practical purposes or to use against wanna-be heroes 
who seek to end and pillage them. 


We hope this PDF brings something useful to you and invites further creativity and immersion to your 
games. Thank you so much for your support. 


-Fermin Caballero (MrRhexx) 
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“The dragon's treasure” is a common saying among 
villagers and city-folk alike, meaning that which 
can grant you anything you wish but is ultimately 
unachievable. 


When it does come a time when the brave heroes 
vanquish the evil dragon and claim for themselves 
its hoard; many forget that sometimes the true 
value lies not in the pile...but in the beast itself. 
Dragons are creatures of magic, whose aura itself 
morphs the land into their liking. Who in their right 
mind could measure the worth of a coin against the 
true value of draconic blood? 
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DRACONIC HIDE 


Draconic armor is considered by many to be the 
epitome of success for an adventurer, for it is not 
just powerful but also a symbol of victory and 
martial prowess over the strongest of foes. What 
makes draconic hide and leather so particularly 
good, is that it provides the wearer a measure of 
protection against powerful elemental attacks 
without the need for any enchantment. 


Armor is one of the most important real estates 
for enchantment locations within an adventurer'’s 
arsenal, because one is expected to always be 
wearing armor wherever dangerous you go. 
Overlapping enchantments is near impossible, 
and requires tremendous techniques, expensive 
materials, and an unbelievable amount of time 

to accomplish. So when a material shows up 
that gives magic-level abilities without requiring 
enchanting, said material typically revolutionizes 
and monopolizes the market. Unlucky for everyone, 
for this material requires the expert slaying and 
skinning of a dragon. 


A piece of dragonhide is completely immune to the 
element related to the dragon from which it came 
from. A piece of red dragonhide for example, will 
not under any circumstance be singed, burned, 

or ignited by flame. A piece of blue dragonhide, 
will absorb lightning without dissipating it. These 
protections can be granted to one who wears 
clothing or armor made from these materials but 
to do so, he or she must be basically covered head 
to toe by the hide. This means that to produce an 
actually beneficial set of dragonhide armor, one 
needs a lot of dragonhide. 
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The table below shows the average prices of 

the dragonhide needed in order to create a set 

of armor that will actually grant you elemental 
resistances within each category. Please note that 
these costs merely represent an average. Costs 

for these types of materials fluctuate dramatically 
depending on the rarity of dragons within an area 
(ie. Blue dragonhide would be rare in a region 
without deserts). These prices represent a market 
in which dragons are somewhat rare but can be 
found if directly sought. IE. Your typical tabletop 5e 
experience. Gearing a small sized creature requires 
half the materials. 


Armor type Required Worth of 
Dragonhide 

Light Armor 1,000gp 

Medium Armor 2,000gp 

Heavy Armor 3,500gp 

Hooded Cloak 1,300gp 


Obtaining this hide is however much harder than 
one would anticipate, and that is because the 
skinning process is rarely ever perfect; and even 
when it is, you rarely get as much hide as you'd 
think you would get based on the sheer size of 
dragons. The reality is that not all of a dragon's 
hide is usable. Many people don't realize that you 
actually need multiple bears to make a decent bear 
coat, even though each of those bears might be 
individually bigger than you. The same principle 
applies to dragons. 


The table below shows how much hide one can 
get from any particular dragon based on their 
size. The way the amount is represented here is 
meant to directly correlate with the table above, 
so you can have an idea how many armor pieces 
you could make based on the size of the dragon or 
for how much gold you could sell it for. It is worth 
noting however that this table does not represent 
the added cost of a tanner working said hide into 
its usable form. The cost of hiring a tanner for 
this process goes beyond the scope of this PDF, 
however the cost should be considerable. 


Armor type Skinnable Amount of 
Dragonhide 

Medium Dragon 350gp - 700gp 

Large Dragon 500gp - 1,500gp 

Huge Dragon 1,500gp - 3,000gp 

Gargantuan Dragon 3,000gp - 4,500gp 


Dragon's hide looks very much like a large reptile’s 
skin, but extremely tough and thick. On top of 

this skin, it then grows scales. Dragon scales are 
connected to the hide via either their end portion 
or the middle, depending on where in the body they 
are located. The dragon scales found on the neck, 
belly, and under portion of the tail are much harder 
than the scales found on the rest of the body; much 
to the chagrin of adventurers who believe the 
dragon's belly or neck to be its weak spot. Dragons 
have evolved to protect the body parts most likely 
to be attacked, and since most dragons fly above 
their prey, and stand much taller than their typical 
opponents; their bodies have developed extremely 
hard scales to protect their lower portion. These 
are connected to the hide via the end portion of 
the scale and overlap each other like the shingles 
of a house. The rest of a dragon's scales are much 
smaller and cover the rest of the body. These are 
connected via the middle portion of the scale and 
interlock with one another in a massive continuous 
layer throughout the body. 


Dragon's don't actually shed their scales at all, in 
fact, they grow more and more scales as they get 
older; becoming more protected and resilient as 
they age. If you find discarded dragon scales, it is 
typically an indication that the dragon has suffered 
combat and some of its scales have broken off. 


Dragon scales on their lonesome are not worth as 
much as either their hide, or their hide with their 
scales still attached. Even though dragon scales 
can resist blows even better than steel, they are 
very cumbersome to use in armor and to smith. 
Turning a random bag filled to the brim with 
small dragon scales, into something usable that 
will provide you with some advantages in combat 
is extremely difficult. Cured dragon hide with its 
scales still intact on the other hand, is very useful in 
creating powerful magical artifacts like the fabled 
Dragon Scale Mail which can be enchanted to 
produce powerful dragon related effects. 
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HARVESTING A DRAGON 


There is more to harvesting a dragon than simply 
skinning it. One must never forget that dragons are 
creatures of magic, whose very blood is imbued 
with arcane power, and whose very organs can be 
used in sorcerous and eldritch rituals alike. The 
nature of the contents of the later parts of this 
chapter are secretive, and not meant for all but 
the most knowledgeable of arcane users to know. 
Dragons are rare. Dead dragons are even rarer. 
Being able to safely extract a dragon's heart, and 
have the magical knowledge to utilize it without 
blowing yourself up? You get the point. 


Because of this, most of what you can extract from 
a dragon has no value to the market; in spite of 
their latent sorcerous power. It takes a lot of work 
to keep the brain of a dragon fresh, and no peasant 
or noble alike will want to buy it considering that 
nobody knows what it is good for. On the other 
hand, a dragon's bone, tooth, or claw has intrinsic 
value as a souvenir. Nobles are prone to purchase 
draconic trophies to liven up their halls, while 
eccentric blacksmiths have been known to make 
pommels or armor pieces out of dragon bones. 
Weapons made out of the teeth and claws of 
dragons are not that uncommon amongst high 
nobility, but they are nothing more than an 
extravagance without any real practical merit. The 
fact that a dragon's claws are as strong as steel is 
extremely impressive and showcases why dragons 
have no need for weapons; but for a humanoid 
warrior who must decide between crafting a steel 
pike or a dragon’s claw spear...the answer is pretty 
clear. Steel is cheaper, far faster to produce, and 
will yield the same result. That being said, many 
enchantments work better on natural ingredients 
and a dragon bone sword might take far better on 
your dragonslaying charm than your iron blade. 


A single draconic claw or tooth has a market value 
of about 100gp, provided that it is either pristine 
enough to be used as decoration or big enough to 
be turned into a weapon. The size of the dragon 
from where the claw or tooth was taken, is what 
defines what kind of weapon one may be able 

to make using it. A single dragon can provide 

an average of 12 weapons on a good harvesting 
attempt. You can use the following chart to see 
what kind of weapons you can make for a medium 
sized character using the teeth or claws of dragons 
based on their size: 


Medium Sized Dragons: Light Weapons 
Large Sized Dragons: One-Handed Weapons 


Huge Sized Dragons: Two-Handed Weapons 


The bones of a dragon have always been the center 
of old wives tales, believed to be the calcified 
source of a dragon's health and virility. Shrewd 
merchants often take advantage of these myths by 
selling real dragon bones to entire villages, who in 
turn grind the bone into a powder and serve it in 
soup to feeble workers or elder men suffering from 
impotence. The reality is that there is true power 
that can be extracted from the bone of a dragon, 
but only by a skillful witch or someone with great 
knowledge of draconic magic. Not in particular by a 
cook, however great they may be. 


The source of these folk tales comes from the very 
real power that fresh dragon blood possesses, 
power which can be obtained by anyone. The 
drinking of dragon blood has been a ritualistic 
pastime of mountainous warrior tribes with 
access to the creatures, some even going so far 
as imprisoning the draconic beings in order 

to exsanguinate them slowly over time. And in 
many areas where the domination of dragons 

is commonly seen, one can even find complex 
markets centered around the selling and buying 
of rare and powerful elixirs composed of dragon 
blood. 


The extent of the power granted by the blood is 
defined by the amount drunk and the type of dragon 
from whence the blood came from; and it varies 
from supernatural strength to a sharpening of the 
mind. 


DraGon’s BLOOD 
Potion, rarity varies 


The blood of dragons is one of the strongest 
alchemical ingredients in the world, used as a 
catalyst for many rituals in order to increase the 
power level of magic. Whenever a dangerous 
conjuration or a delicate enchantment requires 
more strength, adding dragon blood typically does 
the trick. Many however have taken to simply 
drinking the blood in order to obtain powerful, 

yet momentary, boons. Dragon blood is tough to 
ingest and keep; and any who tries must succeed 
on a DC10 Constitution saving throw or risk 
regurgitating and subsequently spoiling the 

blood. The blood can be given willingly or taken 
forcefully, but must be used or consumed within 

3 weeks for its effects to work. The effects of the 
blood vary depending on the dragon from which 
the blood comes from and lasts for 1 hour per pint 
consumed. Only one effect can be active at a time. 
The effects are as follows: 
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Black Dragon. Your Constitution score increases 
by 2, to a maximum of 22. You gain water breathing 
and darkvision for up to 120ft. 


Blue Dragon. Your Wisdom score increases 

by 2, to a maximum of 22. You gain the ability 

to perfectly imitate sounds you hear. You make 
Perception and Insight checks with advantage that 
relate to the sound of voices or discern if someone 
is lying or speaking the truth. 


Green Dragon. Your Charisma score increases by 
2, to a maximum of 22. You make Persuasion and 
Deception checks with advantage. 


White Dragon. Your Strength score increases by 
2, to a maximum of 22. Difficult terrain originating 
from snow, ice, or any kind of slippery source does 
not affect you. 


Red Dragon. Your Strength, Constitution and 
Charisma scores increase by 2, to a maximum of 
22. 


Brass Dragon. Your Charisma score increases by 
2, to a maximum of 22. You can understand and 
speak with animals. 


Bronze Dragon. Your Strength score increases by 
2, to a maximum of 22. You can see through any 
kind of fog, smoke, or cloud. 


Copper Dragon. Your Dexterity score increases 
by 2, to a maximum of 22. Your jumping distance 
is tripled, and you gain advantage on Athletic and 
Acrobatic checks. 


Silver Dragon. Your Constitution score increases 
by 2, to a maximum of 22. You gain the ability to 
walk on gaseous surfaces, including clouds. 


Gold Dragon. Your Charisma score increases by 4, 
to a maximum of 24. 


Dragon Blood Value 


Dragon Color Cost (1 Gallon) 
Brass 120gp 
White 200gp 
Black 230gp 
Copper 230gp 
Blue 300gp 
Bronze 340gp 
Green 400gp 
Silver 460gp 
Red 470gp 
Gold 570gp 


DRACONIC COMPONENTS 


Presented here is the true hidden value of dragons, 
the magical components one can harvest from such 
a great creature. This information is meant to only 
be known by the most studious of scholars, and the 
erudites of draconic knowledge. Rumors, stories, 
and ancient folklore are the only clues one might 
obtain in regards to the secret arcane purposes to 
these components. 


Characters who wish to harvest any of these 
components, with the exception of the Draconis 
Fundamentum, are allowed to try. Only a character 
with previous knowledge of the Fundamentum; 

or one who succeeds on a History, Medicine, or 
Arcana check would even know of the organ and 
where to look for it. 
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Characters who wish to harvest these components 
may be forced to succeed on a Survival check in 
order to obtain each individual component. The 
difficulty check does not vary depending on the size 
or type of dragon, and generally should be treated 
as follows: 


Component Harvest DC 
Blood DC 10 
Bone DES 

Eye DC 15 
Brain DC 10 
Heart DC 15 
Fundamentum DE 25 


The difficulty checks presented above are balanced 
based on how pristine the component must be in 
order to be used for the rituals and spells further 
down this chapter. 
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BLOOD 


The blood of a dragon is the only harvestable 
ingredient from a draconic body that can be 

used for power without the need of high arcane 
or alchemical knowledge; however, with that 
knowledge, many parts of a dragon's body can 
become tools that will grant might and potency to 
their user. That includes the blood itself. 


Dragon blood is power made liquid. It is a nectar 
of force infused with magic. The very energy of the 
world flows in a dragon's veins, and it carries with 
it the ability to bring about the potential to enact 
change upon reality. This potential can supercharge 
the creation of magic coming from a spellcaster. 
Master wizards use dragon blood in order to speed 
up lengthy cast times or replace hard to obtain 
reagents, while fledgling mages experiment with it 
in order to shortcut their way into higher magical 
levels. 


There are multiple ways in which a spellcaster can 
use draconic blood in order to enhance their magic, 
and these uses are dependent on their knowledge 
and skill on the topic. A character with Proficiency 
in Arcana and Alchemist's Supplies can use dragon 
blood in order to cast spells without needing spell 
slots, including spells that are of levels higher 

than the spellcaster has access to; as long as the 
character has access to knowledge of the spell (ie. 
a spellbook with high level spells, a well-stocked 
library with tomes relating to the spell, etc). For 

the casting, the spell becomes a ritual spell with 

a casting time of 1 hour plus its normal casting 
time; where the caster will chant draconic words 

of power for the full duration. Characters without 
Proficiency in Draconic must do an Ability Check 
using their Spell Casting Ability to determine 
whether they cast it successfully. 


The DC equals 10+ the spell’s level. Characters 
with Proficiency in Draconic need not do this 
check. At the end of the casting time, the spell 
takes effect. The blood of an entire dragon is 
required for the spell to be cast, and the level of the 
spell that can be casted is dependent on the size of 
the dragon following this chart: 


Dragon Age Spells that can be cast 
Wyrmling 1st to 3rd level spell 
Young 1st to 5th level spell 
Adult 1st to 7th level spell 
Ancient 1st to 9th level spell 
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For example, a coven of witches with access to 
the full fresh corpse of an ancient copper dragon; 
could let the blood of the creature flow into a ritual 
pedestal as they chant words of power. By doing 
this, they could use an old spell book with a 9th 
level spell inside of it; and cast it at the end of the 
hour-long ritual without using any spell slots. The 
character must have the spellcasting feature and 
the spell to be cast cannot be more than 5 spell 
levels above what they can normally cast. So as 
long as the witches could cast 4th level spells 
normally, they would be able to perform the ritual 
successfully. 


In addition, a character with Expertise in either 
Arcana or Alchemist’s Supplies may enhance 

a spell they know or have prepared and could 
normally cast; by using dragon blood. Provided the 
spell caster has access to the blood of an entire 
dragon following the above chart, they may opt to 
cast the spell as a 1-hour long ritual plus its normal 
casting time; and expend the dragon blood. If they 
do so, they may choose one from the enhancements 
presented below in order to empower the spell: 


+ Ifthe spell has a duration, you may increase its 
duration to a maximum of 24 hours and make it 
not require concentration. 


+ You may increase the range of the spell to up to 
20 miles and remove any visual requirements, 
so long as you have seen the target before and 
can visualize it in your mind. 


+ The spell loses its material component 
requirements, including those associated with 
a gold cost. GM may choose to keep certain 
special requirements. 


+ Ifthe spell has you roll dice for damage, the 
spell is assumed to have rolled every single dice 
at its highest value. 


Utilizing additional dragons of the correct size 
category, allows you to choose additional options. 
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BONES 


The bones of dragons are the spiritual center of the 
health and supernatural resilience of the creature. 
It is the bones which form the structural supremacy 
and perfection of the draconic body. More 
importantly however, the bones hold the spiritual 
energy that constitutes the material “self” of the 
dragon; and it is the link that the weave of magic 
uses in order to actualize the location and existence 
of the dragon within the world. By interacting with 
a dragon's bone, a spellcaster can “fool” the weave 
into dismantling magics and curses that the dragon 
has enacted. 


Acharacter with Expertise in Medicine can 

use the bone of a dragon in order to dispel any 
magical affliction given upon a person, by the 
dragon whose bone it belongs to. To do this, the 
character must visualize itself as the dragon while 
holding the bone upon the afflicted. While the 
ritual is taking place, the healer must “convince” 
the weave that they are in fact the dragon which 
usually happens via a minute long incantation 
reciting sentences of affirmation while spending 
magical energy. Sentences such as “As the mighty 
wyrm who cursed this prince, I hereby dispel my 
charm” are typical with this type of healing. If the 
pronouncements are recited in any language but 
draconic, the healer must succeed on a Charisma 
Check DC 12 to determine whether they succeed. 
On a failure, the bone shatters and no effect takes 
place. 


As part of the minute-long ritual, the healer must 
expend a spell slot depending on the severity of the 
ailment that is to be cured. The requirements are 
as follows: 


Poisons & Diseases No spells slots required 


Curses 1st level spell slot 

Ongoing Spells 2nd level spell slot 
Permanent magical 3rd level spell slot 
effects 

Regenerate body* 5th level spell slot 


*When the bone is given enough magical power, the 
weave of magic can even restore the body to a state 
prior to the confrontation with the dragon; so long 
as the injuries to be cured were caused directly by 
the dragon. An arm bitten off by a dragon can be 
regrown, an eye lost to the claw of the dragon can 
be healed, a body malformed by the dragon's flame 
can be reshaped. 


When the healing magic produces its effect, the 
bone turns to dust and becomes unusable for any 
other form of magical ritual. For the bone to be 
eligible for these effects, it must be more than 80% 
intact and in general good shape. A dragon typically 
has over 500 bones in its body, each of which can 
be used to great effect in this fashion. 
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EYES 


Dragon eyes are sharp, meant to see objects with 
great clarity even while thousands of feet above the 
air. The magical dragon blood within their bodies 
flows into the eyes constantly, feeding it with the 
required energy meant to enhance their perception. 
The eye, as an organ meant to create images for the 
creature to see, becomes a window into the soul of 
the dragon; where a powerful spellcaster can utilize 
magic in order to study the records of that which 
the dragon has seen. But further, peering deeper 
into the eye through great skill; the eye can even 
become a window to the heart. The mage can gaze 
upon the deepest secrets of the draconic creature 
and see with its eyes unclouded, the truest wishes 
and desires of the dragon. 


A character with access to the spell Scrying can 
use the eye of a dragon as a spell component 
instead of a crystal ball, when doing so you may 
scry upon the dragon who the eye belongs to. If the 
dragon is alive, the sensor will appear on the eye 
socket where the eye would have previously been; 
and you will be able to see what the dragon sees. 
Further, you may wish to invade the dragon's mind 
as if under the effects of a Detect Thoughts spell 
which lasts for the duration of the scrying. If the 
dragon is dead, the sensor will instead simply 
appear in the general vicinity of the skull of the 
dragon. 


Characters can bathe the dragon's eye with 
draconic blood in order to maintain its freshness 
over time, up to a maximum of 1 month. If bathed 
in the draconic blood of its own body, the eye’s 
magical nature will flare up; glowing as dragon eyes 
glow while still alive. A character with Expertise 
on Arcana, Nature or Medicine may then use any 
Divination spell of 5th level or higher using the 
dragon's eye as a material component in order to 
gain greater insight upon the dragon it belonged 
to. Spells like Scrying allows the caster to know 
with exact measures: the length, distance, and 

the dragon's territories. Spells like Legend 
Lore allows the caster to know many of the hidden 
that the dragon possesses, opening the 
gates to the dragon's heart and desires. A few 
examples of what you can learn are: 


That which the dragon desires the most but 
doesn’t have 


That which the dragon fears the most 
The greatest treasure the dragon possesses 
The dragon's greatest weakness 
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BRAIN 


Unlike humans whose brain shrinks as they 

get older, a dragon's brain never stops growing; 
becoming a massive organ in its own right when 
the creature reaches its venerable years. The 
bigger lobes of the brain become focused over time 
exclusively on reasoning and memory, allowing 
the draconic creature to retain with almost perfect 
clarity anything that it has experienced in its life; 
as well as giving the dragon the ability to solve 
complex equations and perform well in quick 
strategic scenarios. For a spellcaster thirsty for 
knowledge, the brain can be used as a font of 
knowledge or as a gateway to the truth. 


A character with Proficiency in Medicine may cast 
a Speak with Dead spell while physically touching 
the brain lobe in charge of handling the dragon’s 
memory. In doing so, the caster can enact the 
function of the spell without the need for the body 
or skull of the dragon; furthermore, any answers 
given by the animated spirit are guaranteed to 

be truthful, though the spirit is still under no 
compulsion to answer any questions. In addition, 
any divination spell cast for the purposes of 
obtaining knowledge related to the dragon, its lair, 
or its treasure; while expending the brain as a spell 
component, is assumed to automatically succeed. 


HEART 


In witchcraft and necromantic circles, the heart is 
usually considered to be the seat of the soul; or the 
center of the self. To take one’s heart and eat it, is to 
consume the individual and become one with it. To 
break and shatter one’s heart, is to attack the soul. 


The soul of a dragon is far more powerful than a 
mere common humanoid, and at the same time 
unwieldy. It takes not just great power to keep 

a dragon's soul anchored, but extreme amounts 
of tributary treasure. It is believed that many 
dragons amass vast quantities of treasure, merely 
to consume them at the last moments of their life 
in one last offering ritual to the gods; just so that 
they can chain their souls to the prime and become 
mentors and guardians to others. Suffice to say, 
there's unbelievable power in a dragon's soul; and 
by proxy, in its heart. 
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It comes to reason that with a soul so powerful, the 
vessel which is taxed with carrying that soul should 
be extraordinary. A vessel suffused with carrying 
unbound potential and limitless destiny. 

Such is the power of a dragon's heart. To offer 
one’s soul to a vessel which can unlock your true 
potential and open up the gates to your destiny; 
many a covetous lord has sought such a prize. 


Characters with Expertise in History, Arcana, or 
Religion know that a dragon's heart can be used 
to unlock the coming of ancient prophecies and to 
activate one’s destiny through great costly rituals. 
If a great seer once claimed that four great heroes 
would one day appear to end the evil reign of the 
dark lord, the frantic ritual done by the king to 
summon those heroes would require the powerful 
heart of an ancient dragon. The bastard child of a 
king who went on a quest to claim his birthright 
and become the next monarch of the land; might be 
crowned in a ceremony involving a dragon's heart. 


Conversely, the heart of a dragon can also be used 
to prevent such prophecies and destinies from 
fulfilling. A dark lord could sacrifice the heart of a 
dragon in order to stall the coming of heroes, or the 
evil abbot could sabotage the crowning ceremony of 
the bastard king with his own dark ritual involving 
a dragon's heart. Such are the scales of fate which 
swing both ways. 


With the power to change destiny, a character 
who knows the intricate dark words can perform 
one of the most vile acts; and enslave others 

with the sacrifice of a dragon's heart. Characters 
with Expertise in either Arcana or History can 
use an adult or ancient dragon's heart as a ritual 
component for the spell Geas. When cast in this 
way, the spell functions as if casted at 9th level for 
the purposes of its duration. Further, a Remove 
Curse or Greater Restoration no longer dispel the 
effect. In addition, commands that will result in 
certain death are no longer restricted; including 
suicidal commands. Similar restrictions can be 
dissolved using the heart of dragons for spells such 
as Suggestion. 
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DRACONIS FUNDAMENTUM 


The source of a dragon's elemental magic is a 

large organ that resides by the heart, which pumps 
magical energy into the bloodstream for it to be 
used by the rest of the organs within the draconic 
body. It is this energy which grants the dragon's 
muscles the supernatural ability to hold the 
tremendous weight of the creature, and it is this 
very reason why dragon's can fly in spite of their 
sheer size. Further, the Draconis Fundamentum 
feeds the stomach with the elemental energy 
needed for the digestion of all the various types 

of objects that the dragon consumes. It is this 

very same elemental energy, concentrated on the 
various stomachs, which the dragon can spew 

out as a breath weapon. This is why the ability 

for dragons to spew out energy is technically not 
considered an exhalation as much as it is a vomit of 
energy. Further it is also the reason why the breath 
attack comes primarily from the mouth. 


The Draconis Fundamentum is for all intents and 
purposes, one of the main reasons dragons are so 
magical in their everyday life. The reason white 
dragons are cold to the touch, red dragons are hot, 
and the reason blue dragons shed electrical energy. 
The dragons are evolutionarily designed to use the 
elemental energy created by this organ to function, 
this includes their metabolism, digestion, muscle 
activity, and even certain brain functions. 


Characters can tap into the power of the Draconis 
Fundamentum in order to create elemental magic 
items that far surpass the components that one 
could find from more mundane creatures. To put 
it simply, an adult red dragon's fundamentum 
provides far greater elemental fire potential than 
the physical core of a great fire elemental. 


A character with Expertise in Medicine or Survival 
can very carefully imbue a weapon with the 
elemental energy associated with the Draconis 
Fundamentum, granting the weapon a bonus to 
damage. The damage bonus and length of the 
effect differs depending on the size of the dragon, 
following the next chart: 


Dragon Size Damage Duration 
Bonus 

Medium 1d4 1 hour 

Large 1d6 1 day 

Huge 2d6 1 week 

Gargantuan 3d6 1 month 


The elemental effects created through this process 
are potent, and the chart does not take into 
account the potential for the weapon to become 
simply destroyed by the sheer elemental power. 
Powerful steel can probably handle the electric 
current of a blue dragon’s fundamentum, but 

it won't last an hour under the acid of a black 
dragon's fundamentum. The usage of the organ in 
this fashion is not like enchanting a blade using 
spells and magic, and great care must be taken 
into protecting the weapon from the elemental 
discharge. A weapon fashioned out of the bones or 
claws of a dragon of the same type as the draconis 
fundamentum, is guaranteed to sustain the 
overwhelming elemental power of the magic and is 
typically used for rituals such as these. 


Once the fundamentum has been squeezed out of 
energy and funneled into the weapon, the elemental 
energy will not subside until it has gone through 
its full duration. Acid constantly dripping from 

the blade, or poison relentlessly seeping from the 
mace. The elemental power can be squelched but 
once done so, the effect fully ends. A glaive that 
has been granted fire from a fundamentum which 
is submerged fully in water will have its effect 
end; a spear suffused with the cold energies of a 
fundamentum which is propped into a smoldering 
furnace will be put off and also have its effect end. 


Insane wizards have attempted transplanting a 
dragon's fundamentum into their bodies, in hopes 
of acquiring sorcerous abilities to no avail. Most 
often than not, exploding under the magnitude of 
the power they could never control. Several others 
have attempted to create elemental monsters using 
the same process, with different levels of success. 
Sorcerers who possess a draconic bloodline, 
however, not only have a heightened chance 

at utilizing a fundamentum properly, but even 
acquiring dormant abilities within their bodies. 
Acharacter with Expertise in Medicine can follow 
a procedure not so dissimilar to one described 
above in order to transplant the elemental power 
of a fundamentum into a weapon, except that in 
this case one could transplant that power into a 
sorcerer with a draconic bloodline. The delicate 
process of squeezing the elemental energy from the 
fundamentum requires the sorcerer to be ritually 
prepared, and fully dormant. 
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A Sorcerer who undergoes this process can 
As part of the ritual, the spell Regenerate must awake as a Half Dragon, gaining the draconic type 
be cast upon the Sorcerer before the energy is and acquiring all the abilities associated with its 
transplanted into the body; then the energy must kind; as they appear on the Monster Manual. The 
be kept magically sealed within. Once the body has ___ process to perform such a ritual on a non-Dragon 
been sealed, it must be bathed in dragon blood and __ Bloodline Sorcerer is a secret held by powerful true 
kept there until the elemental energies have been dragons, that may require an entire campaign in 
assimilated upon the body; a process that can last order to discover. 
as long as a week. 
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CHAPTER 2: 


DRACONIC MAGIC ITEMS 


Dragons are extraordinarily wealthy creatures, 
with vast sums of gold and treasures; many of 
said treasures being powerful magic items that 
the dragon can use in order to defend its home or 
assault an enemy’s keep. While some dragons are 
vain creatures which detest the usage of anything 
but their very own body, others employ every 
resource at their disposal. 


Because magic items resize to fit their wearer, 
many items that humanoids use can indeed be used 
by dragons; with a few notable exceptions. Dragons 
can wear rings, belts, bracers, amulets, necklaces, 
cloaks, googles, and helmets; including anything 

in between. Even robes and boots can be used by 

a dragon, provided that they have been designed 
specifically for them. 


Magical scrolls can be read and used by dragons as 
long as it holds a sorcerer spell. Dragons seldom 
possess the delicate touch necessary to open vials 
or flasks for potions, so they typically eat the entire 
container in order to obtain the benefits of the 
elixir. Because dragons can eat virtually anything, 
they are not negatively affected by this and still 
receive the full benefits (and detriments) of the 
potion. 


The magic items presented here are either items 
that were designed exclusively for dragon usage, 
or items that were created with draconic parts, or 
made for the purposes of slaying dragons. 


ARMOR OF DRACONIC WILDSHAPE 
Armor (hide), very rare (requires attunement) 


While wearing this armor, you gain a +2 bonus to 
AC, and you can understand and speak Draconic. 
Further you also gain resistance to a specific 
damage type depending on the type of dragon the 
armor was crafted from (fire for brass, gold, or 
red; electricity for blue or bronze; acid for black 
or copper; poison for green; or cold for silver or 
white). 


Additionally, if you have the wild shape ability, 

you may add “dragon” to the list of creature types 
that you can wild shape into. Further when you 
transform into a dragon or any other creature 
through wildshape, polymorph, or similar magic; 
the Armor of Draconic Wildshape melds into your 
new form, forming scale-like growths in your body 
which grant you the bonus to AC and the resistance 
normally granted by the armor to your new form. 
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Bow OF DRAGON CAPTURE LANCE OF PERFORATION 


Weapon (longbow), very rare Weapon (lance), uncommon (requires attunement) 

This +2 longbow is carved from the thigh bone of While wielding this lance, you may activate this 

a Huge or larger dragon, thus it is cumbersome weapon's special property and ignore the armor 

to shoot and gains the heavy weapon property. (equipped or natural) of your target when attacking 

Further, a Strength requirement of 17 is needed with this weapon. You can use this ability before or 

to be able to shoot this weapon; which also uses after making the attack roll, but before the outcome 

Strength for its attack and damage bonuses. is determined. You can use this ability a number of 
times equal to your proficiency modifier. When you 

If an arrow fired from this bow deals damage to finish a long rest, you regain all expended uses. 


a creature with the dragon type, that creature 
automatically loses 1 point of Strength. Critical 
hits against dragons with this weapon deal an extra 
weapon die of damage and the dragon loses an 
additional 2 points of Strength. 


Arrows used by the Bow of Dragon Capture have to 
be specially crafted for use with this weapon or else 
risk breaking upon fire. These arrows are 5 times 
the price and weight. 
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RING OF DRAGON DOMINATION 
Wondrous item, legendary (requires attunement) 


The ring resembles two dragons interlocked 
around your finger. While wearing this ring, you 
gain the following benefits: 


+ You get advantage on Persuasion and 
Intimidation checks made against dragons. 


+ No dragon can attack or voluntarily bring harm 
upon you while wearing this ring. 

+ Once per week, you can use an action to cast 
the Suggestion spell upon a dragon that you can 
see. The dragon automatically fails its saving 
throw (no legendary resistance allowed). The 
suggestion effect is also extended to last for a 
week. The maximum range of the Suggestion 
spell is additionally increased to 1,000 feet. 


+ You can speak, read, and write Draconic 


If you are a dragon, you gain the following 
additional benefits while wearing the ring: 


+ Dragons that can see you regard you as 
someone to be heeded and protected, and 
will take your requests or actions in the most 
favorable way they can. 


+ Once per week you can use an action to cast 
Dominate Monster at 9th level, targeting a 
creature with the dragon type. 


If the wearer of the Ring of Dragon Domination 
or any of its companions attacks or directly and 
purposefully brings harm to a dragon while within 
line of sight of the ring; the ring is forcefully 
unattuned from the wearer and ceases to function 
for 1 month. 


DRAGONCLAW RING 
Wondrous item, very rare (requires attunement) 


This ring is shaped like a hollowed out dragon claw 
that fits snugly through your index finger. While 
wearing it, you may once a day cast polymorph on 
yourself to turn into either a Young Red Dragon 

(if you are evil) or a Young Gold Dragon (if you 

are good). A neutral character can choose which 
dragon type to transform into. 
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STAFF OF DRAGON MIGHT 


Staff, very rare (requires attunement by a bard, 
cleric, druid, sorcerer, warlock, or wizard) 


The staff has 10 charges. While holding it, you can 
use an action to expend 1 or more of its charges to 
use one of the following abilities from it: 


Dragonbreath (3 charges). You produce fire from 
your mouth, that you billow towards your enemies. 
Each creature in a 30 foot cone must make a 
Dexterity saving throw. A creature takes 8d6 fire 
damage on a failed save, or half as much damage 
on a successful one. 


Dragonskin. (2 charges). You touch a willing 
creature who isn’t wearing armor and a protective 
layer of scaled skin magically covers their body. 
The target's base AC becomes 14 + its dexterity 
modifier. The effect ends if the target dons armor 
or if you dismiss the effect as an action. This effect 
otherwise lasts for 8 hours. 


Draconic Might (5 charges). You touch a willing 
creature who then gains the physical might of 
dragons. For 10 minutes or until the effect ends, 
they gain the following benefits: 


+ The creature gains a +2 to attack and damage 
bonuses from attacks made with Strength. 


+ The creature gains advantage on Strength, 
Constitution, and Charisma checks and saving 
throws. 


+ The creature becomes immune to magical sleep 
and paralysis effects. 


+ The creature gains 20 temporary hit points. If 
any of these remain when the effect ends, they 
are lost. 


The staff regains 1d6+4 expended charges daily at 
dawn. If you expend the last charge, roll a d20. On 
a 1, the staff shatters with a dragon's roar. 
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DRAGONSLAYER’S SHIELD 
Armor (shield), rare (requires attunement) 


This shield is carved from a single piece of a large 
dragon's skull and then imbued with the powerful 
essence of a vengeful spirit. The shield has 7 
charges. While holding it, you can use an action to 
expend 1 or more of its charges to use one of the 
following abilities from it: 


Shatter Scales (2 charges). The shield glows with 
an unnatural greenish light, which projects onto 

a creature within 30 ft of you. The target must 
succeed on a DC 14 Constitution saving throw or 
have its AC reduced by 2. This effect only works 
against targets with natural armor as the magic 
softens the skin or exoskeleton of creatures. 


Suppress Natural Ability (3 charges). As part of 
the activation of this ability, the wielder must touch 
a non-elemental creature with the shield. As an 
action, you may perform a melee attack with the 
shield using your Strength or Dexterity modifier. 
On a hit, the target is afflicted with a curse which 
prevents it from using any racial or natural ability 
to produce certain elemental attacks (fire, cold, 
lightning, poison or acid). For example this would 
include dragons attempting to use their breath 
weapons, snakes who produce poison through 
their bite, etc. This does not affect innate spells. 
Creatures attempting any such ability must succeed 
on a DC 14 Constitution saving throw. On a failure, 
the creature fails to produce the desired element 
in their action; possibly wasting their attack. Any 
other effects brought on by the ability or attack still 
functions as normal. The curse lasts for 1 minute. 
On a success, the curse ends. 


Create Vulnerability (2 charges). This effect can 
only be activated as a reaction, in response to an 
enemy creature failing to hit you with a melee 
attack while you wear the shield. The shield hums 
in a low droning pitch which tunes into the creature 
who just struck it, weakening it. The creature must 
succeed on a DC 14 Constitution saving throw, 

on a failure it loses all of its resistances until the 
beginning of its next turn. 


DRACONIC 


DRAGONCLAW GAUNTLETS 
Wondrous item, rare (requires attunement) 


These gloves are typically studded with claws, 
teeth, or small draconic horns and then enchanted 
using pulverized draconic bone ash. The 
Dragonclaw Gauntlets turn your unarmed strikes 
with your hands into magic weapons that deal 
slashing damage, with a +2 bonus to attack and 
damage; and a damage die of 1d8. 


Additionally as part of an unarmed melee attack 
with the gauntlets, you may perform a disarming 
strike, forcing it to drop one item of your choice 
that it’s holding. The target must make a Strength 
saving throw against your Strength or Dexterity 
save DC. On a failed save, it drops the object you 
choose and lands at its feet. You can use this 
ability a number of times equal to your proficiency 
modifier. When you finish a long rest, you regain all 
expended uses. 


Your save DC = 8 + your proficiency bonus + your 
Strength or Dexterity modifier (your choice). 
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DRAGON EYE GOGGLES 
Wondrous item, rare 


The Dragon eye goggles are created when the 
more common Darkvision Goggles are affected 

by the constant magical presence of a nearby 
dragon, generally by being in a dragon's hoard for a 
prolonged period of time. 


Wearing these goggles gives you darkvision up to a 
range of 60 feet, if you already possess darkvision 
then it increases its range by another 60 feet. 
Additionally, you have advantage on perception 
checks made to find coins as the glint of gold is 
caught by your eye much easier. The goggles also 
make you immune to the negative effects created by 
bright light or terrain that impairs your eyes. 


MANUAL OF DRAGON GOLEMS 
Wondrous item, very rare 


This book contains the secrets and magical spells 
required in order to create draconic golems. The 
instructions within this book can only be read, 
understood, and applied by a caster with access to 
at least a 6th level spell slot or any character with 
at least a +4 proficiency modifier and expertise 

in Arcana. A character without such magical 
knowledge who attempts to read the book will 
instead suffer from headaches and mental fatigue, 
if pushed; the character will receive a point of 
exhaustion for every 10 minutes attempting to read 
the book. 


In order to create a golem using this manual, you 
must spend the time and cost as shown on the 
table. The cost can be spread out evenly throughout 
the course of the crafting process, but the crafting 
must happen with minimal interruption for the 

full duration. Since no major interruptions are 
allowed for the magical incantations to take effect, 
crafters who need sleep must alternate with a 
secondary helper; or the caster must be of a species 
which does not sleep such as an elf or one who 
may remain active for long periods of time like an 
undead or a dragon. 


Once the crafting of the golem is completed and 
the final incantation is recited, the book burns in 
dragon flame. Whoever then sprinkles the ashes of 
the book onto the golem, will activate it and control 
it. The golem will understand and obey its spoken 
commands to the best of its abilities. 
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Golem Time Cost 

Bone Dragon 70 days 80,000gp 
Golem 

Wyrmstone 100 days 100,000gp 
Golem 

Irondrake 140 days 125,000gp 
Golem 


The construction of these golems is an exorbitantly 
expensive endeavor, not just because of the rarity 
of the materials and the expertise required to put 
them together; but for the plethora of high level 
magic that is required in order to animate and 
empower the golem. 


The spells Animate Objects, Geas, Magic Jar and 
Antimagic Field are crucial in the binding and 
construction of these golems. A substantial amount 
of the cost of the golem’s construction comes 

from the buying of spell scrolls which facilitates 
the casting of these spells; hence, having access 

to these high level magics would reduce the cost 
of the construction accordingly. Further, each 
draconic golem utilizes a unique ability which is 
granted to it by the usage of a spell scroll at the 
moment of its construction. The Bone Dragon 
Golem is granted its frightful presence by using 
the spell Fear, the Wyrmstone Golem is granted its 
petrifying breath by using the spell Flesh to Stone, 
and the Irondrake Golem is granted its fiery aura 
by using the spell Incendiary Cloud. A spellcaster 
with access to any of these spells, can lower the 
construction costs of the golem as per this table: 


Spell Cost Reduction 
Animate Objects 5,000gp 
Geas 5,000gp 
Magic Jar 8,000gp 


Antimagic Field 12,000gp 


Fear 500gp (Bone Dragon Golem) 
Flesh to Stone —_8,000gp (Wyrmstone Golem) 
Incendiary 12,000gp (Irondrake Golem) 
Cloud 


DRACONIC 


DRACONIC GOLEMS 


Draconic golems are unique amongst traditionally 
sculpted golems in that instead of binding 
elemental spirits into the molded frame, the spirit 
of a dragon is used instead. These dragon spirits 
are more often than not unwilling participants 

in the process, typically captured either at the 
moment of their death or through a long and 
expensive process of divination and spirit hunting. 
Gaining possession of a dragon spirit lowers 

the cost of a draconic golem’s construction by 
30,000gp. The color and type of the dragon does 
not matter in this regard, so long as the spirit is of a 
true dragon. 


The binding of the dragon spirit into the construct 
forcibly shatters its intelligence and severs its 
autonomy, forcing it to obey its master’s every word. 
Because the dragon spirit no longer feels pain or 
emotions, it will blindly accept any order issued 

to it; including suicidal commands. In combat, the 
golem will throw itself into the fray without any fear 
or regard for its safety. 


The potent wards enacted upon the golem at the 
time of its construction, solidifies its form and 
prevents mundane physical alteration of its shape. 
Further, the Antimagic properties enchanted upon 
the golem nullifies any and all forms of magic 
used against it. As a result, what is created is a 
versatile and difficult to destroy opponent. Only 
weapons or projectiles made from materials much 
harder than steel have a chance at damaging the 
wards that protect the golems, these would include 
Adamantine, Diamonds and Meteoric ores. 


BONE DRAGON GOLEM 


The simplest form a Draconic Golem can take 
comes from the basic shape of a dragon's skeleton. 
The bones can be of a single dragon, or collected 
from many; so long as the general shape of the 
golem conforms to the ideal self image that the 
spirit would believe it should have. The closer the 
craftsman can replicate the shape of a dragon's full 
skeleton, the easier it will be to bind the draconic 
spirit and the smoother the transition will be from 
fully sentient spirit to a magical slave. Draconic 
spirits who are given imperfect bodies to bind 

to, develop eccentricities which generally stifle 
their ability to perform their assigned duties; from 
comedic quirks to psychologically scarring mental 
illnesses. 
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For the golem to be ready for binding, the skeleton 
must be held in place by any form of adhesive 
substance or tightening material; typically 
something that can be enchanted and will keep 
the bones together. The material most often used 
in this process is adamantine wire which will 

not break and can be further enchanted to add 
durability. 


Even though to the undiscerning eye, a Bone 
Dragon Golem might look like an undead creature 
thanks to the visual similarities it has with 
reanimated undead dragons; this creature is a 
construct and it is completely impervious to any 
effects which affect the undead. Even though the 
creature might look feeble and brittle, the potent 
enchantments that course through its body grant 
it supernatural strength and resilience; giving it 
the ability to bash through walls with ease and 
nullify the most potent of strikes. However when 
confronted with enemies that possess adamantite, 
its true imperfect brittle form collapses easily. 


WYRMSTONE GOLEM 


When the collection of dragon bones is not feasible, 
or when the mental quality of the servant is of the 
utmost importance; a Wyrmstone Golem becomes 
a better option. 


Constructed from a massive single slab of rock, the 
form of the golem must be chiseled to perfection 
and elaborately designed to allow for the future 
movement of the creature. Any kind of stone or 
mineral can be used for its construction; however 
the stats showcased here represent a golem 
created using granite, a particularly hard and tough 
type of rock. 


A Wyrmstone Golem who sits still, can be very 
easily confused with a beautiful, yet mundane, 
sculpted statue. This allows the golem to surprise 
many who challenge that which it seeks to 

protect. Unlike creatures which might take on the 
appearance of stone or shift between flesh and 
stone, the Wyrmstone Golem is entirely made out 
of rock. Expensive magical oils are used on the 
body of the golem to keep it from eroding over time, 
but even those eventually dry up; meaning that 
without the proper care, the golem over millenia 
will eventually succumb to chips, cracks, or even 
full breakage of body parts. The rocky nature of its 
body also makes it weak to spells and abilities that 
specifically target stone. 


Even though the Wyrmstone Golem is far too heavy 
to use its wings for flight, they can still be used 

in combat to produce powerful blows and mighty 
gusts of air. 
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IRONDRAKE GOLEM 


The pinnacle of draconic golem construction, the 
Irondrake Golem can withstand attacks from the 
most powerful of creatures and deliver claws and 
bites rivaling that of the most powerful of dragons. 


Like the Wyrmstone Golem, the Irondrake Golem 
is also expertly sculpted from a massive single 
component; though in this case instead of a rock 
or mineral, it's from a single slab measuring 6,000 
pounds of pure iron. This single massive piece 

of iron must be smelted alongside various rare 
ores and minerals, and then crafted down into 

the draconic shape of the golem. The construct is 
designed to possess a literal ever-burning furnace 
inside of its body, which it can use to spew out 

fire not just from its mouth; but from all parts of 
its body in every direction. This furnace, if fed 
with more fire from an outside source, empowers 
and revitalizes the golem. Kindling of the furnace 
through flammable material accomplishes a very 
similar effect, which sometimes leads the golem 
to purposefully devour its enemies to heal; leading 
to the misattributed assumption that the spirit is 
sentient and hungry. 


he super heated body of the golem is powerful 
enough to melt objects the creature touches or 
walks through, and metallic blades and armor 
which make contact with the steel frame of the 
golem sometimes bend and melt on the spot. 


Because of the golem’s dependence on its furnace’s 
fire, it is particularly weak to attacks which seek 

to smother it. Water creates havoc on the magical 
workings of the golem, dealing tremendous damage 
and even potentially killing the fire. The golem can 
still function without a working furnace but only for 
1 hour, after which point it seizes up and becomes 
completely immobile and at the mercy of its 
surroundings. If given enough fire, the mechanisms 
inside of the golem will reactivate and grant it its 
semblance of life back. 


The cold of winter, or the power of icy magic can 
affect the golem; but typically only enough to slow it 
down and hamper its movement. 


BONE DRAGON GOLEM 


Large Construct 


Armor Class 16 (natural armor) 
Hit Points 105 (10d12 + 40) 


Speed 40 it. 
STR DEX CON INT wis CHA 
19(+4) 9(-1) 1944) 6(2) 1140) 10(0) 


Saving Throws Dex +3, Con +8, Wis +4 

Damage Resistances bludgeoning, piercing, and slashing from 
non-magical weapons that aren't adamantine 

Damage Immunities bludgeoning, piercing, and slashing from 
magical weapons that aren't adamantine 

Condition Immunities charmed, exhaustion, frightened, 
paralyzed, petrified, poisoned, stunned 

Senses darkvision 60ft., passive perception 10 

Languages understands the language of its creator but can't 
speak 

Challenge Rating 12 (8,400 XP) 


Full Magic Immunity. The golem is immune to all spells, spell- 
like abilities, and supernatural effects, except by those that 
originate from an artifact or a diety. 


Critical Immunity. Critical hits against the golem are treated as 
normal hits. 


Magic Weapons. The golems' weapon attacks are considered 
magical. 
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ACTIONS 


Multiattack. The golem can use its frightful presence. It then 
makes three attacks, one with its bite and two with its claws. 


Bite. Melee Weapon Attack: +8 to hit, reach 10 ft, one target. 
Hit: 15 (210 + 4) piercing damage 


Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. 
Hit: 11 (2d6 + 4) slashing damage 


Tail. Melee Weapon Attack: +8 to hit, reach 15 ft, one target. 
Hit: 13 (2d8 + 4) piercing damage 


Frightful Presence. Each creature of the golem's choice that is 
within 120 feet of the golem and aware of it must succeed on a 
DC 16 Wisdom saving throw or become frightened for 1 minute. 
A creature can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. If a creature's 
saving throw is successful or the effect ends for it, the creature 
is immune to the golem's Frightful Presence for the next 24 
hours. 


LEGENDARY ACTIONS 


The Bone Dragon Golem can take 3 legendary actions, 
choosing from the options below. Only one legendary action 
option can be used at a time and only at the end of another 
creature's turn. The Bone Dragon Golem regains spent 
legendary actions at the start of his turn. 


Detect. The golem makes a Wisdom (Perception) check. 
Tail Attack. The golem makes a tail attack. 


Wing Attack (Cost 2 Actions). The golem beats its wings. Each 
creature within 10 feet of the golem must succeed on a DC 

16 Dexterity saving throw or take 11 (2d6 + 4) bludgeoning 
damage and be knocked prone, 
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Wyrm STONE GOLEM 


Large Construct 


Armor Class 17 (natural armor) 
Hit Points 172 (15d12 +75) 


Speed 30 ft. 
STR DEX CON INT wis: CHA 
25(+7) 9¢1) 2148) 6-2) 1341) 1442) 


Saving Throws Dex +4, Con +10, Wis +6 

Damage Resistances bludgeoning, piercing, and slashing from 
non-magical weapons that aren't adamantine 

Damage Immunities bludgeoning, piercing, and slashing from 
non-magical weapons that aren't adamantine 

Condition Immunities charmed, exhaustion, frightened, 
paralyzed, petrified, poisoned, stunned 

Senses darkvision 60ft., passive perception 11 

Languages understands the language of its creator but can't 
speak 

Challenge Rating 15 (13,000 XP) 


Full Magic Immunity. The golem is immune to all spells, spell- 
like abilities, and supernatural effects, except as follows: 


Move Earth cast on the golem paralyzes it as if affected by 
Hold Monster. Any spell or ability that transmutes stone to 
mud, slows the golem as if affected by Slow: Any spell that 
transmutes mud to stone restores all of the golem's hit points, 


The golem is not immune to magical abilities that originate 
from an artifact or a diety. 


Critical Immunity. Critical hits against the golem are treated as 
normal hits. 


Magic Weapons. The golems' weapon attacks are considered 
magical. 
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Multiattack. The golem makes three attacks, one with its bite 
and two with its claws. 


Bite, Melee Weapon Attack: +12 to hit, reach 10 ft,, one target. 
Hit; 18 (2d10 +7) piercing damage 


Claws. Melee Weapon Attack: +12 to hit, reach 5 ft., one target. 
Hit: 14 (2d6 + 7) slashing damage 


Tail. Melee Weapon Attack: +12 to hit, reach 15 ft., one target. 
Hit; 16 (2d8 +7) piercing damage 


Petrifying Breath (Recharge 5-6). The golem exhales a 
petrifying gas in an 30-foot cone. Each creature in that area 
must succeed DC 19 Constitution saving throw. On a failed 
save, the target begins to turn to stone and is restrained, The 
restrained target repeats this saving throw at the end of its 
next turn turn, On a success, the effect ends on the target. On a 
failure, the target becomes petrified. 


LEGENDARY ACTIONS 


The Wyrm Stone Golem can take 3 legendary actions, choosing 
from the options below. Only one legendary action option can 
be used at a time and only at the end of another creature's turn. 
The Wyrm Stone Golem regains spent legendary actions at the 
start of his turn, 


Detect. The golem makes a Wisdom (Perception) check. 
Tail Attack. The golem makes a tail attack. 


Wing Attack (Cost 2 Actions). The golem beats its wings. Each 

creature within 15 feet of the golem must succeed on a DC 

20 Dexterity saving throw or take 15 (2d6 + 8) bludgeoning 

damage and be knocked prone. 
er 


TRONDRAKE GOLEM 


Large Construct 


Armor Class 20 (natural armor) 
Hit Points 225 (18d12 + 108) 
Speed 30 it. 


STR DEX CON INT wis CHA 
27(+8) 9¢1) 2346) «6 ¢2)_—:13(+1)—:19(+4) 


Saving Throws Dex +5, Con +12, Wis +7 

Damage Resistances bludgeoning, piercing, and slashing from 
non-magical weapons that aren't adamantine 

Damage Immunities bludgeoning, piercing, and slashing from 
non-magical weapons that aren't adamantine 

Condition Immunities charmed, exhaustion, frightened, 
paralyzed, petrified, poisoned, stunned 

Senses darkvision 120ft., passive perception 11 

Languages understands the language of its creator but can't 
speak 

Challenge Rating 18 (20,000 XP) 


Full Magic Immunity. The golem is immune to all spells, spell- 
like abilities, and supernatural effects, except as follows: 


Spells and abilites that deal cold damage slow the golem as if 
affected by Slow until the end of its next turn. 


The golem is not immune to magical abilities that originate 
from an artifact or a diety. 


ACTIONS 


Critical Immunity. Critical hits against the golem are treated as Multiattack. The golem makes three attacks, one with its bite 
normal hits. and two with its claws. 

Magic Weapons. The golems' weapon attacks are considered Bite. Melee Weapon Attack: +14 to hit, reach 10 ft., one target. 
magical. Hit; 19 (2d10 +8) piercing damage plus 7 (2d6) fire damage. 
Fire Absorption. Whenever the golem takes fire damage from Claws. Melee Weapon Attack: +14 to hit, reach 5 ft., one target. 
another creature, it instead takes no damage and regains an Hit: 15 (2d6 + 8) slashing damage plus 7 (2d6) fire damage. 


of hit points equal to the fire d instead. 
iinet aps a ama apheae i Seeaaae Tail, Melee Weapon Attack: +14 to hit, reach 15 ft., one target. 


Fire Aura. At the start of each of the golem's turns, each Hit: 17 (28 + 8) piercing damage plus 7 (2d6) fire damage. 
creature within 5 ft. of it takes 7 (2d6) fire damage and 
flammable objects in the aura that aren't being worn or carried 
ignite. A creature that touches the golem or hits it with a melee 
attack takes 7 (2d6) fire damage, 


Fire Breath (Recharge 5-6). The golem exhales fire in a 60 
ft. cone, Each creature in that area must succeed on a DC 21 
Dexterity saving throw taking 20d6 fire damage on a failed save, 


or half as much on a successful one. 
Regenerative Fuel. Whenever the golem kills a creature with 


a bite attack or uses a bite attack against a dead creature, the LEGENDARY ACTIONS 
golem devours it; regaining 20 hit points 


The Irondrake Golem can take 3 legendary actions, choosing 


Aversion to Water. Spells or abilities that utilize water bypass from the options below. Only one legendary action option can 
the golem’s Full Magic Immunity and deal double damage. If be used at a time and only at the end of another creature's turn. 
the golem takes 100 points of damage or more through water, The Irondrake Golem regains spent legendary actions at the 
its furnace is extinguished...forcing it to lose its Fire Aura start of his turn, 


feature and Fire Breath ability. For as long as its furnace is out, Ietece Thelen ean rake a, Wistert (Percenton)\ checks 
it no longer takes damage from water through this feature. 


The furnace is reignited if the golem recieves 100 points of Pee iack he gucr makes a tall anaes, 


fire damage or more throughout the course of 1 minute. Any Wing Attack (Cost 2 Actions). The golem beats its wings. Each 
water damage taken during this period resets the timer and the creature within 15 feet of the golem must succeed on a DC 
amount of fire damage required. If the furnace is reignited, the 22 Dexterity saving throw or take 15 (2d6 + 8) bludgeoning 
golem regains its Fire Aura feature and its Fire Breath ability. damage and be knocked prone. 
Se —_—_——————————— 
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FIGURINES OF WONDROUS POWER 
Wondrous item, rarity by figurine 


A figurine of wondrous power is a statuette of a 
beast small enough to fit in a pocket. The figurines 
presented here are rare versions that represent 
miniature dragons. Their color and kind is obvious 
to the eye thanks to the impeccable craftsmanship 
presented in them. If you use an action to speak 
the command word and throw the figurine to a 
point on the ground within 60 feet of you, the 
figurine becomes a living dragon of size and color 
depending on the statuette. If the space where 

the creature would appear is occupied by other 
creatures or objects, or if there isn't enough space 
for the creature, the figurine doesn't become a 
creature. 


The dragon is friendly to you and your companions. 
It understands your languages and obeys your 
spoken commands. If you issue no commands, the 
creature defends itself but takes no other actions. 


The dragon exists for up to 1 hour. At the end of 
the duration, the dragon reverts to its figurine form. 
It reverts to a figurine early if you use an action to 
speak the command word again while touching it, 
or if a dispel magic; or similar effect is used against 
it. When the dragon becomes a figurine again, 

its property can’t be used again for 1 week. If the 
dragon is slain, the idol is destroyed. 


Dragon Rarity 
White wyrmling Rare 
Brass wyrmling Rare 
Black wyrmling Rare 
Copper Wyrmling Rare 
Green Young Very Rare 
Bronze Young Very Rare 
Blue Young Very Rare 
Silver Young Very Rare 
Red Young Very Rare 
Gold Young Very Rare 


CLOAK OF THE SILVER DRAGON 
Wondrous item, very rare (requires attunement) 


Crafted from the hide of a silver dragon, this 
beautiful cloak glistens under the moonlight and 

is visibly fit for royalty. While wearing this cloak, 
your charisma score increases by 2, to a maximum 
of 20. Additionally, you gain resistance to cold 
damage. 


Using a bonus action, you may use the command 
word of the cloak to fly momentarily. When 
activated you gain a flying speed of 60ft that lasts 
until the end of your turn. If you end your turn in 
the air, you immediately drop down to the ground 
and take falling damage as normal. You can use this 
ability a number of times equal to your proficiency 
modifier. When you finish a long rest, you regain all 
expended uses. 
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Colt OF DRACONIC POTENTIAL 


Wondrous item, legendary (requires attunement by 
a dragon) 


These circlets are typically found consisting of 

a single pure precious metal, the most common 
being pure gold, diamond, mithril, or platinum; 
with no other embellishment or decoration. The 
magical headband magically shrinks or grows to 
fit any true dragon who wishes to wear it. The item 
does not confer any magical abilities or effects 

to non dragons, and automatically falls off if one 
tries to wear it. This happens even if a true dragon 
polymorphs out of their natural draconic shape into 
a humanoid. 


A true dragon who wears the circlet becomes 
automatically attuned to the item, and immediately 
obtains the abilities, hit points, size, and stats 

of an adult version of its kind. For example, a 

white dragon wyrmling who wears the circlet; 
automatically grows to an adult white dragon 

and gains its stats and abilities but retains its 
personality. Dragons do not gain extra innate spells 
this way. If the dragon wearing the circlet is already 
an adult then the item has no effect. However if an 
ancient dragon wears the circlet, the dragon will 
instead decrease in power and obtain the stats, hit 
points, and abilities of an adult version of itself; a 
dragon can lose abilities and innate spells this way. 


If the circlet is removed from a dragon's head, 
whether on purpose or otherwise, the dragon 
becomes paralyzed for 1 minute and gains 3 points 
of exhaustion as the surge of power forcibly leaves 
its body. 
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SHEET OF APPEARANCE 
Wondrous item, rare 


A favorite among dragons, this unbelievably thin 
sheet of magical silk is almost imperceptible 

to non-dragons. The sheet appears transparent 
to those unaware of its presence, and can only 
be seen, if barely, by investigating it for several 
minutes while looking directly at it. The delicate 
piece of cloth is so light that not even touching it 
reveals its presence. 


When the Sheet of Appearance is draped over 

a creature, it reveals its true nature and dispels 

any concealment. Invisibility and other illusion 
spells active on the creature immediately end, 
including those who originate from a different 
source. Additionally shapechangers regress to their 
natural form when in contact with it. Further, the 
affected creature must succeed on a DC15 Wisdom 
saving throw or become afflicted with a minor 
curse which causes it to believe it is still concealed; 
and no convincing causes the creature to believe 
otherwise. The curse lasts for as long as the sheet 
remains covering the creature. A doppleganger 
under this curse would, for example, believe it 

is still shapeshifted when in reality it is walking 
around in its true natural form. 


The Sheet of Appearance can be draped over any 
kind of hallway or doorway to catch unsuspecting 
creatures or be set as part of a complex quiet trap. 
Some sheets can be large enough to cover entire 
treasure hoards. 
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Ring of Ascendancy 


RING OF ASCENDANCY 


Wondrous item, Artifact (requires attunement by a 
dragon) 


In ancient legend, the great dragons of the world 
forged an empire that spanned half of the known 
world. Both chromatic and metallic dragons lived 
together in harmony in vast mountainous cities 
across the land, devoutly religious and long lived; 
they spent their time creating magical relics to 
honor their deities. This was until the great war, 
known as the war of a thousand years, when 

the draconic armies and the giants clashed in 

an endless feud that shattered their cities and 
decimated the population of the world. 


he giants created great titans made of obsidian 
and platinum to shatter the flying dragon armies. 
he dragons forged amulets of great power using 
their superior knowledge of magic to burn and 
freeze the mighty horde of giants. When the 
battles ended, it wasn’t because the war was over; 
but because a civil war amongst the dragons 

had started and the giant's will to fight had been 
quenched. The metallics and the chromatic 
dragons continued the fight amongst themselves 
in a war that to this day has not ended, a civil war 
believed to have been caused by a fracture of the 
draconic pantheon. Since then, dragons have 
vowed to never go to war for the amusement of 
gods. 


Many powerful trinkets from the time of the great 
war still lay under the ancient battlefields of a 
bygone time; reminders of an old age when magic 
was crude and mightier. An era where magical 
spells were not hindered by spell levels, and 
unbelievable force could be created by creatures 
with the knowledge to produce them. Out of the 
many trinkets who would fit in this description, 
none are mightier than the Rings of Supremacy. 


Only a few of these powerful rings were ever 
created, fit to wear only by the Great Wyrms who 
ruled the vast kingdoms of dragon-kind. Their 
power was so great that precautions were taken 

to prevent giants and their ilk from stealing 

these powerful artifacts. Over time, many dragon 
monarchs relinquished their crowns in protest to 
the gods for their meddle in the civil war; leaving 
behind their rings in forgotten locked vaults. Giants 
who would plunder these precious baubles through 
blood and iron, would find no use in them but to 
keep them from their enemies; and hence would 
bury them in dungeons never to see the light of day 
again. 
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The complexion of the creation of these rings, 
provides in them an indestructible nature which 
grants them the Artifact moniker. Nothing but the 
desire of a deity or the usage of another Artifact can 
bring obliteration to these rings; and so they have 
lasted for eons throughout the coming and going of 
kingdom after kingdom; bringing further dominion 
by dragon-kind and absolute abject terror to those 
who face them. 


A true dragon that wears the ring, obtains powers 
akin to that of a demigod. All spells, spell-like 
abilities, supernatural abilities and breath weapons 
used by the dragon become maximized (all rolled 
dice instead become the highest number possible 
for each dice). For example, an adult red dragon 
who uses its fire breath weapon will deal 108 fire 
damage instead of rolling 18d6. 


Additionally, spells cast by the dragon while 
wearing the ring are enhanced to have their 
duration and range doubled. The range increase 
includes the impact radius of the spells. Further, 
spells with a range of touch become 30ft range 
spells for the dragon. 


If a creature without the dragon type puts on the 
ring, the creature will be targeted by an unavoidable 
disintegrate spell casted at 9th level. If the creature 
survives, the ring will attempt to absorb the life 
force of the wearer slowly over time. For every 
hour that passes while the creature wears the ring, 
it must succeed on a DC19 Constitution saving 
throw or gain a point of exhaustion. If the creature 
dies via exhaustion in this way, its body and soul is 
absorbed by the ring. 


Many believe surviving the ring’s power and 
withstanding the excruciating pain of absorption 

by the ring is a test made to quell the weak. Those 
who pass, are instead reincarnated as true dragons. 
Others believe it to be a mere trick, meant to attract 
powerful adventurers for the ring to absorb; and 
further use their power to benefit dragonkind. 
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TALONS OF LACERATION 
Wondrous item, rare 


Rare are the times when one sees a dragon 
deigning to wield a weapon, for dragon claws are 
as sharp as adamantite and a dragon's grip is as 
crushing as the strongest hammer. Prevalent use 
of this draconic accessory lends credence to its 
usefulness. 


When worn, the Talons of Laceration makes the 
dragon's claw attacks score a critical hit on a roll 
of 19 or 20; additionally, when the dragon scores 
a critical hit using its claws, roll all of the attack’s 
damage dice three times instead of twice. 
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SHARPTOOTH JAW 
Wondrous item, uncommon 


This intricate metallic device resizes itself to fit the 
wearer's size, and is meant to fit over the user’s 
teeth. Rows of metallic teeth emerge not only to 

fit in gaps in the wearer's jaw where teeth should 
be, but to also create new lines of teeth to make 
one’s bite more deadly. A popular item created 

by dragons for dragons, that has been co-opted 

by lesser races thanks to its powerful resizing 
capabilities. 


Creatures with a natural bite attack, roll an extra 
damage dice when dealing damage with it. For 
example, a lizardfolk creature who makes a bite 
attack while equipped with a Sharptooth Jaw deals 
2d6 + strength modifier instead of 1d6 + strength 
modifier. 


Creatures with no natural bite attack instead 

gain the ability to bite when they make unarmed 
strikes. Hitting with this bite deals piercing damage 
equal to 1d6 + your strength modifier, instead of 
the bludgeoning damage for an unarmed strike. 
Creatures without a mouth or the physiology to bite 
instead gain no benefit from this item. 


INDESTRUCTIBLE DRAGON-ARMOR OF 
INVULNERABILITY 


Armor (half plate), legendary (requires attunement 
by a dragon) 


Dragons are not known for wearing heavy armor 
as it prevents them from flying and restricts their 
abdomen in a way that would make billowing 
energy as a breath weapon difficult. Medium and 
Light armor would solve those issues, but draconic 
scales are way stronger than anything mortal kind 
could craft that would qualify using those weight 
limits. Dragon crafters have worked for millenia 

to conjure a suit of armor suitable for the draconic 
body, and this is the closest they have ever gotten to 
the perfect set. Most dragons wouldn't bother using 
the necessary resources to craft such an armor, 
considering the loss of wealth this would cost and 
the inordinate amount of time it would take. But 
then there are those who strive for excellence. 


his +5 half plate suit of armor is designed to fit 
a typical true draconic body and will resize itself 
to suit a Medium or larger dragon. Additionally, 
the armor comes attached with a set of Talons 
of Laceration and a Sharptooth Jaw. Further, 

the armor set is fitted with spikes which grants 
any creature attempting to grapple the dragon 
disadvantage on the check; and the dragon gains 
advantage against freeing itself from any restraint 
or grapple done so by a creature or magic which 
the spikes could feasibly hurt. 


While the dragon wears this suit of armor, it 
gains resistance to non-magical damage and the 
Immutable trait; making the creature immune to 
any spell or effect that would alter its form. 


Once a day, the dragon can spend an action to 
become immune to all damage for 1 minute. Only 
a Dispel Magic spell cast at 9th level or a spell of 
similar power can remove this immunity. 


POTION OF METABREATH MAGIC 
Potions, rarity varies 


These draughts are typically slow to ingest thanks 
to their thickness, such that many dragons simply 
eat the entire vial to expedite the process. Drinking 
it is a standard action for a dragon, or 1 minute 

for a humanoid; either way the effects last for up 

to 1 hour or until used once. When the potion is 
imbibed, a powerful colorful glow fills the belly of 
the creature and the next time they use a breath 
weapon ability, it becomes empowered with the 
effect of the potion. These potions work on all 
types of dragons, including draconic variants and 
draconic humanoids such as half-dragons and 
dragonborn. It also works in conjunction with 
spells which grants the user the ability to breathe 
energy like a dragon. Drinking any other potion 
however whilst this one is still in effect, might mix 
together on the belly to create a random potentially 
undesirable effect up to the GM. 


Unless otherwise noted, your spellcasting DC for 
these effects is the same as your breath weapon. 


Blinding Breath (Uncommon). In addition to the 
normal effects of your breath weapon, creatures 
within range must succeed on a Constitution saving 
throw or become blinded for 1 minute. If blinded, 
at the end of each of their turns they can make a 
Constitution saving throw. On a success, the effect 
ends. 


Breath Weapon Transmutation (Uncommon). 
You may choose to change the element of your 
breath weapon from its elemental damage to either 
fire, cold, lightning, acid, or poison. This effect lasts 
for up to 3 uses. 


Turning Breath (Uncommon). In addition to the 
normal effects of your breath weapon, undead 
creatures within range must succeed on a Wisdom 
saving throw or become turned for 1 minute or 
until they take damage. A turned creature must 
spend its turns trying to move as far away from 
you as it can, and it can't willingly move to a space 
within 30 feet of you. It also can't take reactions. 
For its action, it can use only the dash action or 
try to escape from an effect that prevents it from 
moving. If there’s nowhere to move, the creature 
can use the dodge action. 


Dispelling Breath (Rare). In addition to the 
normal effects of your breath weapon, creatures 
who took damage are each affected by a Dispel 
Magic as if cast at 3rd level. Your spellcasting 
ability for the dispel effect is your Charisma. 
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Fairy’s Breath (Rare). Your breath weapon strikes 
creatures on the ethereal realm. In addition to the 
normal effects of your breath weapon; Invisibility, 
Blink, Etherealness, Mirror Image, Blur and similar 
spells and abilities meant to obfuscate the eyes 

and mind or which use the ethereal realm; are 
suppressed for 1 minute. Illusions within range of 
the breath weapon are also dispelled. In addition, 
shapechangers who are struck by the breath 
weapon return to their original shapes. 


Stunning Breath (Rare). In addition to the normal 
effects of your breath weapon, creatures who failed 
on your breath weapon's saving throw must each 
succeed on an additional Constitution saving throw 
or become stunned until the end of their next turn. 


Negative Energy Breath (Very rare). In addition to 
the normal effects of your breath weapon, creatures 
who failed on your breath weapon's saving throw 
take an additional 5d12 necrotic damage. Targets 
killed by your breath weapon rise up as zombies 

at the start of your next turn. These zombies are 
not under your control, and will instead attack any 
living creature they see that is closest to them. 
Undead creatures targeted by this metabreath 
instead heal up for half the full damage of your 
breath weapon plus the necrotic damage. 


GEM OF PRESERVATION 


Wondrous item, rare (requires attunement by a 
draconic creature) 


These beautiful multi-faceted crystals are typically 
encrusted tightly inside the scales of true dragons. 
The process is quite painful as it requires the gem 
to be pushed deep into the flesh, but once inserted 
it grafts onto the hide and activates. If the wearer 
ever un-attunes to the gem, it dislodges off the skin 
and shatters. Draconic humanoids like half-dragons 
and dragonborn can graft the gem into their skin 

in a similar way, but the process is much more 
involved and typically requires surgery. 
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While attuned to the gem, critical hits against you 
become normal hits as the crystal protects your 
vital spots. 


In addition, when you are reduced to 0 hit points 
but not killed outright, you can choose instead to 
drop to 1 hit point instead. When this happens, 
your hit points cannot go below 1 hit point until 

the end of your next turn. You can't use this feature 
again until you finish a Long Rest. From the 
moment after this ability is activated and until the 
end of your next turn, if you take enough damage to 
equal or exceed your hit point maximum; the gem 
shatters and you die. 
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ARBARIAN: PATH OF THE 
GIANT SLAYER 


For many Barbarians, success means the respect 
of their clansmen; and the best way to earn that 
respect is by killing the biggest and strongest 
monster. Barbarians who take on the Path of 

the Giant Slayer wield colossal weapons meant 

to harm the most dangerous of creatures. The 
trophies taken from mortal combat with these 
colossal creatures are worn by barbarians as a sign 
of their might and superiority. Only the strongest 
are worthy to claim the mightiest trophies. 


Restriction. This subclass cannot be obtained by a 
character sized small. 


“Your puny sword is not enough to cleave through 


the hide of the true wyrm, trust me.” 
-Gogron, The Giant Slayer 
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MASSIVE WEAPONS 
3rd level Path of the Giant Slayer feature 


Oversized Weaponry: Starting at 3rd level you 
become proficient and may wield oversized 
weapons. 


Oversized weapons are too big for normal 
adventurers to wield, they typically are crafted for 
Large sized creatures to be used as one handed 
weapons. Thanks to your training in hunting these 
larger folk; you have grown accustomed to using 
their weapons against them. These large sized 
one handed weapons become heavy two handed 
weapons to you. A table detailing Oversized 
weapons can be found at the end of the class 
description. 


PROUD WARRIOR 
3rd level Path of the Giant Slayer feature 


At 3rd level you gain proficiency in Leatherworker’s 
Tools if you don't have it. 


Beginning at 3rd level, you may attempt to craft 

a superior set of Medium Armor (Hide) from a 
creature that you have slain in 1 on 1 combat. 
Because the Barbarian obtains power from his 
confidence, bravery, and trophies of his previous 
successes; the duel must be legitimate. Allies 

may not help the Barbarian in any way during the 
contest, including enhancement spells casted prior 
to the fight; though magic items and armor given to 
the barbarian before the battle are allowed. Allies 
may circumvent this by hiding their support, but if 
the Barbarian later realizes the battle was staged 
or rigged in any way, the value of the trophy loses 
meaning and the loss of confidence will remove any 
benefits the Barbarian would gain from this feature. 


For this feature, the creature to be fought by the 
Barbarian must be of substantial danger to the 
Barbarian for it to be a legitimate challenge. A 
suitable creature for this feature is any monster 
whose challenge rating is equal to half the level of 
the Barbarian, rounded up; though the Dungeon 
Master has ultimate say in this regard. The 
creature must also be able to produce heavy hide 
that could reasonably be crafted into Hide armor, 
a few examples are beasts, dragons, giants, certain 
kinds of demons, etc. The Dungeon Master has 
final say in what can be turned into heavy hide. 


Provided the duel is successful, the Barbarian may 
craft from the corpse of the creature a Medium 
Armor (Hide) using his own Leatherworker’s Tools. 
While the Barbarian wears this special set of Hide 
armor, the maximum Dexterity modifier to AC for 
the armor increases to 5, instead of 2. Further, the 
Barbarian may also add his Constitution modifier 
to his armor class. 


MONSTER CLIMBING 
6th level Path of the Giant Slayer feature 


You gain a climbing speed equal to your walking 
speed when attempting to climb Large, Huge, or 
Gargantuan sized creatures. In addition, you gain 
advantage on Athletics and Acrobatics checks 
meant to keep your balance over these creatures. 


You have become adept at mitigating damage to 
your body when falling, by using your enemies’ 
bodies as cushions. You have resistance to falling 
damage. Further, as long as you are on top of a 
Large, Huge, or Gargantuan sized creature; you 
take no falling damage for the first 200 feet of 
falling distance. Falling damage after the first 200 
feet is calculated as normal. 


HIDE ARMOR EXPERTISE 
10th level Path of the Giant Slayer feature 


Your proficiency modifier for any ability check you 
make that uses Leatherworker’s Tool is doubled. 


If you attempt to craft a magical Medium Armor 
(Hide) made primarily from the leather of a 
creature you have slain, it's crafting time and 
crafting cost are reduced by half. In addition, if that 
leather comes from a creature you slayed following 
the rules under the Proud Warrior class feature; 
then in addition to the magical effects of the armor 
you may also add the extra bonuses to AC from the 
Proud Warrior feature. 
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Attuning to a magical Medium Armor (Hide) piece 
does not count towards your maximum number of 
attunements. 


FOCUSED SLAYER 
14th level Path of the Giant Slayer feature 


The bigger your enemy, the stronger your resolve. 
At 14th level, you gain benefits when fighting 
creatures bigger than you; with the benefits 
increasing the bigger the creature is. The benefits 
are as follows: 


+ Size Large or bigger: your weapon attacks using 
Oversized weapons score a critical hit on a roll 
of 19 or 20 when attacking these creatures. 


+ Size Huge or bigger: Your rage damage bonus is 
doubled when damaging these creatures. 


+ Size Gargantuan: Whenever you activate your 
Relentless Rage barbarian feature, you may do 
the Constitution saving throw with advantage 
whenever the damage source comes from these 
creature's melee attacks. 


Lastly, surviving being swallowed by these 
enormous creatures has become second nature. To 
you every scar is a lesson. You gain resistance to 
Acid damage. 
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OVERSIZED WEAPONS 


Here are a couple of examples of Oversized 
weapons that you might encounter in your 
adventures. Generally speaking, any one-handed 
weapon wielded by a Large creature can be used as 
an Oversized weapon for a medium sized creature 
in this manner; though the Game Master can 
always create more to suit the table. As a general 
rule of thumb, to increase the size category of a 
weapon, you simply increase the damage dice of 
the weapon by 1. For example, a dagger suited for a 
medium creature deals 1d4 piercing damage, but a 
dagger suited for a large creature deals instead 2d4 
piercing damage. 


Lootable Oversized Weapons 


All oversized weapons have the heavy property 
and must be held with two hands. These weapons 
could be used by any character without the Path 
of the Giant Slayer subclass, but they would do so 
without having proficiency in Oversized Weaponry. 
This means they would not add their proficiency 
modifier to their attacks, rendering them very 
difficult to use. 


Even though standard Oversized weapons are not 
too difficult to find, and merely need to be looted off 
Large sized creatures; there are some who could 
craft powerful variations only someone as strong as 
you could wield. Below are some examples of rare 
and powerful Oversized weapons. These craftable 
Oversized weapons require a Strength score of 20 
to wield, even for you. 


Weapon Cost Damage Weight Properties 
Ogre's Greatclub Asp 2d8 bludgeoning 30 Ibs. Heavy, Two-Handed 
(Warhammer) 
Ettin’s Morningstar 30gp 2d8 piercing 12 Ibs. Heavy, Two-Handed 
Minotaur’s Cleaver 20gp 2d8 slashing 12 Ibs. Heavy, Two-Handed 
(Battleaxe) 
Merrow's Harpoon 10gp 2d6 piercing 12 Ibs. Heavy, Two- 
(Trident) Handed, Thrown 
(range 20/60) 
Salamander’s 3gp 2d6 piercing 10 Ib Heavy, Two- 
Spear Handed, Thrown 
(range 20/60) 
Oni’s Half Glaive 40gp 2d6 slashing 15 Ibs. Heavy, Two- 
(Custom Halbert) Handed, Reach 
Craftable Oversized Weapons 
Weapon Cost to Craft Damage Weight Properties 
Ultra Greatsword — Craft (5,000gp) 2d12 slashing 50 lbs. Heavy, Two- 
Handed, Reach, 
Special 
Greatbow Craft (4,500gp) 2d10 piercing 36 Ibs. Heavy, Two- 
Handed, 
Ammunition (range 
150/600), Special 
Greathammer Craft (5,000gp) 2d12 bludgeoning 44 lbs. Heavy, Two- 
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Handed, Special 


SPECIAL WEAPONS 


Weapons with special rules are described here. 


Ultra Greatsword. Whenever a melee attack using 
this weapon reduces a creature to 0 hit points, any 
excess damage from that attack might carry over 
to another creature within your weapon's reach. 
Choose a creature within reach, there cannot be 
other creatures between this creature and the 
original creature passing through the arc of the 
attack. If the original attack would also hit this 
second creature, then apply any remaining damage 
to it. You may keep repeating this process until 
there is no remaining damage. In addition, you may 
not attack an enemy creature if there is an ally in 
between you and the creature. 


Greatbow. You use Strength instead of Dexterity 
to calculate the attack and damage bonuses for 
this weapon. Whenever a ranged attack using this 
weapon reduces a creature to 0 hit points, any 
excess damage from that attack pierces through 
and might carry over to another creature behind it 
within the line of fire. If the original attack would 
also hit a creature behind the first within the line 
of fire, then apply any remaining damage to it. You 
may keep repeating this process until there is no 
remaining damage or until you pass your first range 
increment. 


Greathammer. This weapon does double damage 
to objects and structures, it also bypasses any AC 
those objects and structures may have; as long 

as they are stationary and are not being held by a 
creature. Further, shields are useless against this 
weapon and do not count towards the AC of those 
attacked by the weapon. Hits against enemies with 
Natural Armor higher than 17 AC, or enemies with 
any kind of Heavy Armor; take an extra dice of 
weapon damage. 
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Some rangers find power and solace being alone, 
practicing by oneself on the fringes of society. 
Others seek untamed magic in the wilds to control 
and abuse. The Dragon Hunter is none of these. 
Their power comes from the unrivaled cooperation 
between them and their steed, their skill is 
signified by the trust that is put on each other; their 
mastery in combat relies on their mental union 
and friendship. No true ranger can ever hope to 
challenge the greater foes of the world without the 
help of their lifelong companion. 


Dragon Hunter Rangers stride on their intelligent 
mounts and challenge the mighty foes of the wilds. 
They strategize and formulate plans to bring 

down giants. They utilize their greater speed to 
outmaneuver purple worms. They take to the sky to 
meet dragons face to face. No challenge is too great 
when you face them together. Two heads are always 
better than one. 


PRIMED PURPOSE 
3rd level Dragon Hunter feature 
You learn an additional spell when you reach 


certain levels in this class, as shown in the Dragon 
Hunter spells table. 


Each spell counts as a ranger spell for you, but it 
doesn’t count against the number of ranger spells 
you know. Each of these Dragon Hunter spells are 
empowered for you. 


Dragon Hunter Spells 

Ranger Level Spell 

3rd Hunter’s Mark 

5th Find Steed 

9th Protection from Energy 
13th Locate Creature 

17th Circle of Power 


Empowered Hunter’s Mark: The first Hunter's 
Mark you cast on a day does not cost a spell slot, 
and you do not have to hold concentration for it. 
This Hunter's Mark is always cast at its lowest 
level. In addition, being within 5 feet of a hostile 
creature that is Hunter’s Marked doesn't impose 
disadvantage on your ranged attack rolls. 


Empowered Find Steed: Your steed is under the 
permanent effect of a Warding Bond spell for as 
long as you ride it. In addition, your steed gains 5 
maximum hit points for every Ranger level you have 
after 3rd. These extra hit points do not count for 
the extra forms your Steed obtains at 11th level for 
the Find Greater Steed feature. 


Empowered Protection from Energy: The ranger 
may cast Protection from Energy as a bonus action 
rather than as an action. Further, its duration is 
increased to up to 1 hour. 


Empowered Locate Creature: If the creature 
named or described as part of the spell is one of 
your Favored Enemies; then you become immune 
to the Charmed, Frightened, Blinded, and Deafened 
conditions if the source of those conditions comes 
from that creature. Further, illusions created by the 
creature you are seeking do not fool you and you 
see through its invisibility if it has any. All of these 
effects last for as long as you retain concentration 
on the spell. 


Empowered Circle of Power: If the Ranger loses 
concentration on Circle of Power, instead of the 
spell ending; it instead simply has its duration 
reduced to 1 minute. The spell then continues to 
function as normal until the end of the minute. 


ONE FOR ALL 
3rd level Dragon Hunter Feature 


The training between a Dragon Hunter and 

her Steed is incessant, filled with hardship and 
struggle. The training doesn't always pay off, but 
when it does; it makes it all worth it. These features 
only function when the Ranger is actively riding a 
Steed. 


As a bonus action, the Ranger may roll a Wisdom 
(Animal Handling) check and get a bonus to 
damage based on the roll. The Animal Handling 
check is contested versus the Difficulty Checks 
presented below, and the ranger gets a damage 
bonus based on the highest Difficulty Check 
passed. The damage bonus lasts until the end of 
the Ranger's turn or until it hits with an attack, 
whichever comes first. This feature also uses the 
action of the Steed. 


DC 10 +2 damage 
DC 15 +4 damage 
DC 20 +8 damage 
DC 25 +12 damage 
DC 30 +16 damage 


In addition, the Ranger's Steed works to defend 
his rider at all cost. Whenever the Steed uses a 
Dodge action, the Ranger gets a +2 to AC until the 
beginning of its next turn. 


CONCENTRATED EVASION 
7th level Dragon Hunter feature 


A single wrong move is enough to lose it all when 
you fight Wyrms and other mighty creatures. And 
so, the commonsense response is to never make 
the wrong move. 


When you or your Steed are subjected to an effect 
that allows you to make a Dexterity saving throw to 
take only half damage, you instead take no damage 
if you succeed on the saving throw, and only half 
damage if you fail. This effect is only active if the 
Ranger is actively riding his or her Steed. 


GREATER FIND STEED 
11th level Dragon Hunter feature 


The training is over. There is nothing else to learn. 
Now only excellence is expected. 


Your Find Steed spell becomes even more 
powerful, granting your Steed greater benefits. 
The physical form that your Steed spirit can take is 
now greater. In addition to the list of creatures your 
Steed can take from the Find Steed spell, you can 
also choose between Griffon, Pegasus, Peryton, 
Dire Wolf, Rhinoceros, or a Saber-Toothed Tiger. 
The creature has the statistics provided in the 
Monster Manual for the chosen form. If your Steed 
takes on any of these new forms, the Steed gains 5 
maximum hit points for every Ranger level above 
11th. 


Further, the Ranger may bind the physical body and 
spirit of a willing creature to the Find Steed spell; 
provided that the creature has the physiology to be 
ridden by the Ranger, that it is of the appropriate 
CR, and that it is either a beast, monstrosity or 
dragon. For this feature, the creature must have 

a Challenge Rating not higher than 1/5th of the 
Ranger's level rounded up. The ritual takes 1 hour 
and costs 1,000gp in components. At the end of the 
ritual, the body of the creature dissipates in fine 
dust and becomes attuned and bonded with the 
Ranger. From here on, the Ranger may summon 
the creature using the Find Steed spell alongside 
any benefits that the spell gives. 
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ALL FOR ONE 
11th level Dragon Hunter feature 


When you cast a spell that requires concentration 
while mounting a Steed bonded to you via the 
Find Steed spell, you may choose whether the 
Ranger or the Steed will hold concentration 

for that spell. In this manner, the Ranger may 
hold up to two concentration spells active by 
using the Steed’s help. However, the Ranger and 
Steed cannot both concentrate on the same spell 
twice. For example, the Ranger may not cast 
Hunter’s Mark twice and have both himself and 
the Steed hold concentration. But the Ranger 
could instead, cast Protection from Energy and 
Hunter’s Mark and have each hold one of the spell’s 
concentration. This restriction also includes the 
Empowered Hunter’s Mark, even though it has no 
concentration. 


Both the Ranger and Steed must follow standard 
rules for concentrating on spells. The Steed uses 
its own stats for its concentration checks. However, 
if the Ranger unwillingly loses concentration 
because of received damage or any other 

source, then both the Ranger and the Steed lose 
concentration on their spells. 


COORDINATED STRATEGY 
15th level Dragon Hunter feature 


The Ranger and her loyal Steed may confer for 10 
minutes to discuss strategy and defense measures 
against their foes. At the end of the 10 minutes, 
the Ranger must do a Wisdom (Animal Handling) 
check. You gain a pool of damage reduction equal 
to the score obtained from the Wisdom check. 


Whenever the Ranger or the Steed take damage 
from an attack, ability, or spell; the Ranger may 
spend a reaction to take from the pool of damage 
reduction and reduce the damage taken, up to the 
maximum amount remaining on the pool. 


You may get a new pool of damage reduction 
only once per short rest. Activating this feature 
overwrites any previous pool you may have. 


DRACONIC SUBCLASSES 


39 


OTHERWORLDLY PATRON: 
THE GREAT WYRM 


Dragons are creatures of great charisma and might, 
and many who are drawn to them fall prey to the 
mighty aura of their grandioseness. From cultists 
who fanatically venerate the red dragon as a god, to 
zealot paladins who are willing to die for their silver 
dragon sovereign; dragons command vast armies of 
diligent and willful servants who do their bidding. 
The Great Wyrm is much more than a mere dragon 
however, having survived past the ancient stage; 
these creatures become something more akin to 
demigods and live aloof atop their mountains of 
treasure in exquisitely tailored planar realities. 


Warlocks who follow The Great Wyrm imbibe on 
the sorcerous blood of their masters, which grants 
them draconic abilities and magics. In exchange 
for the dragon blood which grants them their 
abilities, the warlock servant explores the world in 
search for treasure with which to offer the Wyrm 
in tribute. Only once the warlock has adapted well 
to the constant consumption of its master’s blood, 
will the Great Wyrm allow the servant to adopt its 
form. Turning the now Half Dragon warlock into a 
powerful force to be reckoned with. 


The sorcerous blood of the Great Wyrm is granted 
to the warlock upon the creation of the pact, which 
is to be consumed in micro-doses throughout his 

or her adventuring life. Dragon blood supercharges 
the humanoid metabolism, enhancing every facet of 
the inner workings of the body. Instead of allowing 
the humanoid to surpass its limitations, it merely 
perfects and allows for the creature to achieve its 
maximum potential quicker. Your muscles will grow 
faster to their perfect size, your blood will carry 
more oxygen throughout your body, your mental and 
physical fatigue will slow down. Dragon Blood will 
always make you feel great and healthy, bless you 
with energy, and grant you restful and full sleeps 
every night. Your body will start becoming a perfect 
and optimal machine. 


To consume the blood of dragons in this fashion 
does not make your body become addicted, 

nor do you suffer withdrawal symptoms if you 

stop ingesting. Physically, there’s not that much 
difference between a person who eats optimally and 
professionally exercises every day; and a person 
who consumes the blood of the Great Wyrm in this 
fashion, other than the obvious magical benefits. 


DRACONIC ASSIMILATION 
Ist-level Great Wyrm feature 


Your Strength score increases by 2, to a maximum 
of 20. 


The ritualistic imbibing of the draconic blood 
instills in you the features and abilities of your 
master. When a spellcasting feature lets you learn 
or replace a warlock cantrip or a warlock spell of 
1st level or higher, you can choose the new spell 
from the sorcerer spell list or the warlock spell list. 
You must otherwise obey all the restrictions for 
selecting the spell, and it becomes a warlock spell 
for you. 


In addition, the nature of your draconic patron (its 
color and type) influences features that you gain at 
this level and features that are obtained later. 


Great Damage Feature Breath 
Wyrm = Type Weapon 
Color 
Black Acid Water 5 by 30 ft. line 
Breathing (Dex.save) 
Blue Lightning Sound 5 by 30 ft. line 
Mimicry (Dex.save) 
Brass Fire Animal 5 by 30 ft. line 
Language (Dex.save) 
Bronze Lightning Cloud 5 by 30 ft. line 
Sight (Dex.save) 
Copper Acid Athletic 5 by 30 ft. line 
Might (Dex.save) 
Gold Fire Dream 5 by 30 ft. line 
Seer (Dex.save) 
Green _ Poison Green 15 ft. cone 
Tongued (Con.save) 
Red Fire Golden 15 ft. cone 
Sight (Dex.save) 
Silver Cold Cloud 15 ft. cone 
Walk (Con.save) 
White Cold Ice Walk 15 ft. cone 
(Con.save) 


You gain resistance to the damage type associated 
with your Patron. You also obtain its special feature 
as described on the dragon chart. 
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Water Breathing: You can breathe both water and 
air. 


Sound Mimicry: You can mimic sounds you have 
heard, including voices. A creature that hears the 
sounds you make can tell they are imitations with a 
successful Wisdom (Insight) check opposed by your 
Charisma (Deception) check. 


Animal Language: You can comprehend and 
verbally communicate with beasts. 


Cloud Sight: You can see through any kind of 
natural or magical fog, smoke, cloud or gas. 


Athletic Might: You do Acrobatic checks with 
advantage and your jumping distance is tripled. 


Dream Seer: Once a day, you may fall into a 

trance and enter the dreams of a sleeping creature 
within 5 feet of you. While within, you can see 

what the creature is currently dreaming about 

and may converse with the creature from within. 
The creature is perfectly lucid and to them, the 
dream becomes extraordinarily vivid. Further it will 
remember all that transpired upon waking. 


Green Tongued: You gain a +2 to your Persuasion, 
Deception, and Intimidation checks. 


Golden Sight: You gain advantage in Perception 
and Investigation checks made to find hidden 
treasure, whether inside hidden compartments or 
hidden walls. Further you can perfectly count and 
always know the exact value of a pile of treasure. 


Cloud Walk: You have the ability to walk on 
gaseous substances at will, including clouds. 


Ice Walk: Difficult terrain originating from snow, 
ice, or any kind of slippery surface does not affect 
you. 


GOLDEN TRADE 
6th-level Great Wyrm Feature 


Your master thirsts for coin and treasure. It has 
blessed you with great power and the time to pay it 
back is now. 


Your patron grants you access to the ritual of the 
golden trade. The ritual lasts for 8 hours, where 
the warlock draws draconic runes of transportation 
around treasure it may seek to send its master. 
During the last hour of the ritual, a telepathic 
connection is formed between the warlock and the 
Patron; used to discuss the nature of the trade. 


In exchange for treasure, the Great Wyrm offers 
access to its vast limitless hoard. As part of the 
ritual, the warlock may “tribute” its master with 
treasure in the form of coins, gems and art objects. 
Each individual piece of art must not weigh more 
than 500lbs for it to be eligible for the golden trade. 


~mlf 


Upon receiving its tribute, the Great Wyrm 

grants its servant access to magical weapons and 
armor from its hoard; which the warlock may 

take depending on the amount tributed. Anything 
taken from the great hoard is considered merely 
borrowed, and the Great Wyrm expects the magical 
item to be returned upon expiration of the time 
limit associated with the rarity of the item. Each 
item borrowed in this fashion is enchanted via a 
powerful contract signed in blood by both parties 
during the ritual of the golden trade. If the warlock 
dies or refuses to pay the golden tax, which equals 
20% of the value of all items borrowed at the end 
of the contract’s expiration; then the magical item 
in question automatically teleports back into the 
Great Wyrm’s hoard. Paying the golden tax allows 
the warlock to keep the item for another contract 
term. As long as the warlock does not break any of 
the above mentioned rules, the Great Wyrm may 
not forcibly recall or ask for the magical item back. 


MagicalItem Tribute Contract 
needed Expiration 
Uncommon 500gp 10 years 
Rare 5,000gp 5 years 
Very Rare 30,000gp 1 year 
Legendary 150,000gp 1 month 


The Great Wyrm only offers simple enchanted 
magic items to be borrowed from its hoard which 
include the following: 


Weapons +1 (uncommon), +2 (rare), and 
+3 (very rare) 

Shields +1 (uncommon), +2 (rare), and 
+3 (very rare) 

Armors +1 (rare), +2 (very rare), and +3 
(legendary) 

Wands ofthe = +1 (uncommon), +2 (rare), and 

War Mage +3 (very rare) 

Rods of the +1 (uncommon), +2 (rare), and 

Pact Keeper _+3 (very rare) 

Ammunition +1 (uncommon), +2 (rare), and 

x20 +3 (very rare) 
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Adding full access to all the magical items on the 
DMG has a strong possibility of adding too much 
power to the PCs and complicating the prep of the 
game. It is actively discouraged unless you know 
what you are doing. The Great Wyrm is a great 
source for quests, wealth and potential knowledge; 
and works wonderfully as a Sponsor for the whole 
party. Do not feel dissuaded to use it to add more 
variance to the game. The Great Wyrm and its vast 
hoard is designed to exist in a different plane of 
reality, and hence it may never physically appear 

to the PCs; but the Game Master is always free to 
change things up as long as it suits the table. The 
prices and availability of items are always at the 
Game Masters whims. 


DRAGON APOTHEOSIS 
10th-level Great Wyrm Feature 


Now that your body has acclimated to the Great 
Wyrm’s blood, it is time for your master to bequeath 
you the power of dragons. A secret ritual involving 
bathing in dragon's blood has transformed your 
body into a Half Dragon. Your creature type is now 
Dragon, in addition to any other creature type you 
possess. 


Your Strength score increases by 4 to a maximum 
of 24. Your Constitution and Charisma scores 
increase by 2 to a maximum of 22. You gain 
expertise in Athletics. You obtain Blindsight at a 
range of 30ft and Darkvision at a range of 60ft. You 
become immune to magical sleep. 


Your skin transforms into the scaly leather 

of dragonkind. Your AC can't be less than 17, 
regardless of what kind of armor you are wearing. 
Additionally your new draconic maw becomes a 
natural weapon for you, which you can use to make 
unarmed strikes. If you hit with it, you deal piercing 
damage equal to 1d10 + your Strength modifier 
plus 1d4 damage of the energy type associated with 
your Patron. You may only use this attack once per 
round. 


You obtain the ability to breathe energy from your 
mouth like a dragon, it’s form and effect dependent 
on the nature of the Great Wyrm. Use the graph 
under the class feature Draconic Assimilation 

for the shape of the breath and the saving throw 
required. All saving throws halve damage ona 
success. The damage for your breath weapon is 
4d10 of the corresponding element. Further, your 
Breath Weapon gains Recharge 6 (at the beginning 
of your turn roll a d6, on a roll of 6 you regain usage 
of your breath weapon). The DC for your breath 
weapon equals 8+ your proficiency modifier + your 
constitution modifier. 
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ZENITH OF EVOLUTION 
14th-level Great Wyrm Feature 


Your draconic journey has reached its peak and you 
no longer require the Great Wyrm’'s blood. The end 
path is here. Glory is within reach. 


Your blood is magic. All your spells are now 
cast without the need for any somatic or verbal 
components. 


Your body is perfect. You grow draconic wings on 
your back, which grant you a flying speed of 60ft. 


Your mind is infallible. You gain a feature called 
Legendary Resistance. If you fail a saving throw, 
you can choose to succeed instead. You regain 
usage of this feature on a long rest. 


You are complete. You become immune to the 
energy type associated with your Patron. 


Dragons are natural sorcerers, as their very own 
blood and body provides a nexus between the 
material and the magical world. In all senses of 

the word, dragons are magic. Through their blood, 
dragons can manifest spells and arcane rituals at 

a level that humanoids only dream possible; which 
most of often than not, allows dragons to constantly 
surprise humans with new and exciting spells never 
seen before. 


The spells presented here are sorcerer spells that 
were created through the magic of dragons, and 
hence, can only be learned by those who either 
possess some semblance of dragon blood in their 
veins or some special facility with the draconic 
mind. Many of these spells come naturally to 
dragons, sometimes even without the need for 
practice. Because of that, dragons seldom have 
any need for the concept of spell levels or even 
spell slots; an adult red dragon might simply be 
able to cast the spell Bloodboil once or twice a day 
without the need for a spell slot. Humanoids on 
the other hand require much training and practice 
to assimilate a fraction of the power possessed 

by dragons, which in turn translates to higher 
costs. The spell Bloodboil is a 6th level spell for a 
humanoid who tries to cast it, but for a true dragon 
it might just be closer to a 2nd or 3rd level spell. 


All the spells presented here are meant to be cast 
only by dragons; and are not particularly well 
suited for player characters. The spell level for 
each of these spells is given anyhow in the unlikely 
circumstance that a player character might find 
themselves unraveling the secretive nature of 
draconic magic. For these purposes, assume that 
all these spells are sorcerer-only. 


CHAPTER 4: 
DRACONIC SPELLS 


SHATTER GEM 
3rd-level abjuration 


Casting time: 5 minutes 

Range: Touch 

Components: V, S, M (a gem in which the spell is 
cast worth at least 500gp) 

Duration: Until dispelled 


A dragon's desire for vengeance ironically 
outweighs its desire for treasure. 


Dragons constantly trap their hordes with spells to 
punish thieves. Whenever a dragon notices a gem 
that was the recipient for this spell missing, the 
dragon activates the lethal effect of this spell. 


When you cast this spell, you inscribe a precious 
jewel with a small rune that is imperceptible to 
the human eye. The rune has to be carved using 

a sharp natural claw. A character who attempts to 
scrutinize the gem, must succeed on a Intelligence 
(Investigation) check contested against your spell 
save DC. On a success, the character notices the 
small magical rune. 


As an action, you may activate the rune and have 

it explode; shattering the gem and sending razor 
sharp shrapnel flying in a 20ft radius centered on 
the explosion. Each creature within the radius 
must succeed on a Dexterity saving throw or take 
6d6 slashing damage. The creature takes half as 
much damage on a success. As part of the action 
to activate the rune, you may throw the gem up toa 
distance of 60ft. You may activate the rune across 
any distance, and even across planes of existence. 


If the gem explodes while within a bag of holding or 
similar interdimensional holding space; all objects 
inside are damaged and possibly destroyed by the 
blast. 
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BLOODBOIL 
6th-level evocation 


Casting time: 1 action 

Range: 90 feet 

Components: V 

Duration: Concentration, up to 10 minutes 


This spell is only used by the most evil of dragons, 
its usage considered taboo amongst dragonkind. 


The target must make a Constitution saving throw. 
On a success, the spell ends. On a failure, the 
target's moisture and all liquids within the body 
will start heating up to the point of boiling, causing 
excruciating pain. The spell will no longer end ona 
saving throw success beyond this point. 


At the beginning of each of the creature's turns, it 
must do a Constitution saving throw or take 3d6 
fire damage; half damage on a success. The spell 
ends if you lose line of sight from the target. If 
damage from the spell kills the target, it melts from 
the inside out. Becoming a puddle of steaming 
gore. 


If you target a plant creature or a magical plant, 

it makes the saving throw with disadvantage, and 
the spell deals maximum damage to it. Undead are 
immune to this spell. 


COMMUNE ARCHETYPE 
7th-level divination 


Casting time: 1 minute 
Range: Self 
Components: V 
Duration: 1 minute 


This spell can only be cast if obtained via religious 
service to a draconic pantheon. 


You contact either Bahamut or Tiamat (your 
choice) and ask a single question that can be 
answered with one sentence. You must ask your 
question before the spell ends. If the deity knows 
the answer, then the response will be truthful. If the 
deity does not know the answer, then the response 
will be incorrect. 


When you finish casting this spell, make a DC 

15 Intelligence saving throw. On a failure, you 
take 10d10 psychic damage and are insane until 
you finish a long rest. While insane, you can't 
understand what other creatures say, can't read, 
and speak only in gibberish. In addition, you must 
roll on the Indefinite Madness table. A Greater 
Restoration spell cast on you ends this effect. 


DEATH DOOR 
8th-level necromancy 


Casting time: 1 minute 
Range: Touch 
Components: V 
Duration: Until dispelled 


As the spell is being cast, you must touch a form of 
portal; whether it is a door, the entrance to a cave, 
or any form of delineation that separates a room 
from another or a place from a different one. This 
portal cannot have a diameter longer than 30ft in 
any direction. Upon the casting of the spell, you 
must specify a command word that will form into 
the password to safely pass through the portal. 
Only one Death Door may be active at any time, 
and any subsequent casting of the spell eliminates 
the previous one. 


Any creature that crosses the portal without saying 
the password, has to succeed on a Constitution 
saving throw or take 12d10 necrotic damage. Half 
damage on a success. 


The Death Door effect produces a visible blue aura 
around the portal. 


DIVINE DRAGON-RUIN 
2nd-level divination 


Casting time: 1 action 

Range: Self 

Components: V 

Duration: Concentration, up to 10 minutes 


For the duration, you sense the presence of 
dragons and draconic magic within 60 feet of you. 
The existence of magic which pertains to dragons 
or draconic creatures appears to you like a faint 
aura around the object or creature. This applies 

to magic items made with draconic parts, magic 
items meant to interact with dragons, spells cast by 
dragons, or even polymorphed dragons attempting 
to hide from your presence. 


The auras for objects meant to harm dragons are 
noticeably different. For example, you can easily 
tell apart an Arrow of Dragonslaying from other 
kinds of draconic arrows. You can’t however know 
what exactly the harmful object does, only that it 
is dangerous to you. Further, you don't obtain any 
extra information about the creatures or objects 
you notice through his spell; only their relation to 
dragons. 


The spell can penetrate most barriers, but it is 
blocked by 1 foot of stone, 1 inch of common metal, 
a thin sheet of lead, or 3 feet of wood or dirt. 
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FIND FAMILIAR: HUMANOID 
3rd-level conjuration 


Casting time: 24 hours 
Range: 30 feet 
Components: V 
Duration: Instantaneous 


You call onto ancient divine pacts made by gods 

of old, to attempt to summon the spirit of an orc, 
goblin, or kobold. There is a 20 percent chance that 
no spirit is found. The spirit takes on the physical 
form it used to have when alive, appearing in an 
unoccupied space within range. For all intents and 
purposes, the creature has been brought back to 
life and is now affected by the spell permanently. If 
the creature drops to 0 hit points, it disappears into 
mystical blue dust, leaving behind no physical form. 


Alternatively, you may target a living orc, goblin, or 
kobold within range for the duration of the cast. 
At the end of the 24 hours, the creature becomes 
permanently affected by the spell. 


The creature is permanently charmed and is 
overcome with an unbreakable loyalty to you. 
Although the creature is not under your direct 
control, it takes your requests or actions in the 
most favorable way it can; even willing to give 

its life to you if necessary. You can't have more 
than one familiar at a time. The familiar can act 
independently in order to progress your agenda 
without any input from you, but will also obey all of 
your commands to the best of its ability. 


While your humanoid familiar is within 5 miles of 
you, you can communicate with it telepathically. If 
your familiar dies, you know the exact location of 
its death. 


Killing your own familiar goes against the covenant 
the ancient gods granted, and may bring upon you 
their wrath. 


ARMOR OF WEALTH 
5th-level alteration 


Casting time: 1 action 

Range: Self 

Components: V, M (special) 

Duration: Concentration, up to 1 minute 


This spell can only be cast on top of a hoard 

of treasure, worth at least 10,000gp in total, 
consisting mostly of coins. The unsecured treasure 
around you is animated and drawn into a swirling 
tornado centered on you. The spell also targets 
treasure made out of precious metal and precious 
stones. Only treasure within 30 feet of you as of the 
casting of the spell is affected by this magic. 


The animated hoard protects you as it forms a 
swirling barrier around you, blocking most of your 
body while leaving your face and your hands free. 
The rotating hoard avoids your hands and face and 
moves with you; provided that you don’t move more 
than 15 feet a turn. You cannot use your wings to fly 
while under this spell. You can however freely cast 
and use your breath weapon while surrounded by 
the animated hoard. 


The animated hoard provides you with these 
effects: 


+ It deafens you and creatures within 10 feet of 
you. 


+ It hedges out vapor, gas, and fog that can be 
dispersed by strong wind. 


+ Ranged attack rolls against you have 
disadvantage. 


+ For every 5,000gp worth of animated treasure, 
you gain a +1 to AC with a max of +5. 


In addition, creatures within 30ft of you who look 
directly into the animated hoard must succeed on 
a Constitution saving throw or become blinded. 
The DC is 10 + 1 for every 5,000gp in the animated 
hoard with a maximum of +10. Blinded creatures 
may repeat the saving throw at the end of each of 
their turns, removing the blindness on a success. 


When the spell ends, 5 percent of the full value of 
the animated hoard is lost as a material component 
to the spell. 
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CONJURE PSEUDODRAGONS 
3rd-level conjuration 


Casting time: 1 action 

Range: 60 feet 

Components: V,S 

Duration: Concentration, up to 1 hour 


You summon up to eight pseudodragons which 
appear in an unoccupied space that you can see 
within range. The pseudodragons are colored just 
like the summoner, and share in the personality 
traits associated with that color. For example if a 
red dragon casts this spell, he will summon red 
pseudodragons who will also be chaotic evil. They 
disappear if dropped to 0 hit points, when the spell 
ends, or when they wish to end their summon. The 
summoned dragons are friendly to you and your 
companions. 


If in combat then roll initiative for the summoned 
pseudodragons as a group, which has its own turns. 
They obey any verbal commands that you issue to 
them (no action required by you). If you don't issue 
any commands to them, they defend themselves 
from hostile creatures, but otherwise take no 
actions. If not in combat, then you may assign the 
dragons tasks for them to complete. 


In exchange for at least 50gp worth of treasure 

to each dragon, the pseudodragons may perform 
menial or dangerous tasks for you; for as long 

as the spell lasts. They are not compelled to do 
anything that would go against their alignment and 
may decide the task offered is not worth their time; 
though most pseudodragons are happy to work for 
gold. If they are summoned into combat, then they 
will ask for at least 50gp worth of payment after 
combat ends. The payment can come from treasure 
looted from the enemies fought. 


If you mistreat the pseudodragons or if you refuse 
to pay them, they may refuse to answer your 
summons on a future casting of the spell. 
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CHANGE SCALES 
1st-level transmutation 


Casting time: 1 action 

Range: Self 

Components: V 

Duration: Concentration, up to 1 hour 


This spell is rarely seen, for dragons always 
emphasize the superiority of their color. Only the 
weak and the crippled would degrade themselves in 
this manner to survive. 


You assume the color of a different dragon type, 
within your same dragon group, for the duration of 
the spell. For example, chromatic dragons may only 
change their color into that of another chromatic 
dragon. 


This spell does not change your body features, only 
your color; so anyone with intimate knowledge 

of dragon anatomy will be able to tell what you 
really are. Any creature who wishes to insight you 
or is suspicious of your duplicity, must succeed 
ona DC 15 Intelligence (history) check if you are 

a true dragon or a DC 20 Intelligence (history) 
check if you are a half-dragon, dragonborn, or any 
other draconic subtype. On a success, the creature 
determines that your color does not match your 
anatomical shape. True dragons automatically 
succeed in this check. 


EMBRACE SHADOWS GULLET OF HOLDING 


5th-level illusion 1st-level conjuration 
Casting time: 1 action Casting time: 1 action 
Range: Self Range: Self 
Components: V Components: V,S 
Duration: Concentration, up to 1 minute Duration: 8 hours 


Your body quickly transforms into a semi physical You create a small extradimensional space inside 


form, made of shadow material, for as long as of your stomach, which can be used to hold objects 
the spell lasts. While transformed in this way, you that you swallow. The space can stretch up to 50 
retain all of your normal abilities, features, stats, cubic feet and can hold up to 500 pounds worth of 


and breath weapon. For as long as this form lasts, it weight. 
grants you several effects: 
As part of the action to cast the spell, you create 


+ While in dim light or darkness, you have a command word that is used to open and close 
resistance to damage that isn't force, psychic or _ the dimensional space. Upon activation, the 
radiant. dimensional space opens at the end of your 


esophagus in such a way that it blocks access to 
your stomach; so that any object that you consume 
become proficient in stealth. If you are already will be sent instead into the magical space. Food 
proficient, you gain expertise. that is eaten while the extradimensional space 
pain ae is open will not grant sustenance to the body. To 
+ While in dim ight or darkness, you have consume food, the caster has to use the command 
advantage on saving throws against spells and word to close the dimensional space before eating. 
other magical effects. 
+ While in sunlight, you have disadvantage on The caster can, as a minute-long action, expel 
attack rolls. the contents of the dimensional space out from 
their mouth into a location within 5 feet of them. 
If the spell ends while there are objects within the 
magical space, those objects are ejected forcefully 
+ You are vulnerable to radiant damage. in a similar way throughout the course of a minute. 


+ While in dim light or darkness, you can take 
the hide action as a bonus action and you 


+ You take 10 radiant damage when you start your 
turn in sunlight. 


At Higher Levels. When you cast this spell using 
SOVEREIGN HOARD a spell slot of 2nd level or higher, its duration 
increases by 8 hours for each slot level above 1st. 


8th-level abjuration 


Casting time: 1 action 
Range: Self 
Components: V 
Duration: 8 hours 


The spell transforms the next breath weapon 
you use within the next minute, into a beam of 
magical energy which covers everything within 
its range. Everything covered by the magical 
energy becomes bonded, as if glued, to anything 
it is touching at the time of the breath. Visually 
nothing changes, as the objects look just the way 
they were; but it is virtually impossible to move a 
single object from their position. For all intents and 
purposes, everything the breath touches becomes 
a single mass. Creatures and objects being held by 
creatures are not affected by this spell. 


Nothing short of a wish spell can break the effect. 
| The universal solvent can break the bond but 
‘only on the specific location the solvent is used. 
_ Anything added to the mass after the breath is 
used, is not protected by the spell. 
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OPEN GAMING LICENSE VERSION 1.04 


of Wizards of the Coast, Inc. and is Copyright 


‘The following text is the prope: 
Wizards’). All Rights Reserved. 


2000 Wizards of the Coast, Inc 


1. Definitions: (a) “Contributors” means the copyright and/or trademark owners 
who have contributed Open Game Content; (b) “Derivative Material” means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in which an existing 
work may be recast, transformed or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d) “Open Game Content” means the game mechanic and includes the 
methods, procedures, processes and routines to the extent such content does not 
embody the Product Identity and is an enhancement over the prior art and any 
additional content clearly identified as Open Game Content by the Contributor, 
and means any work covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product Identity. (e) 

“Product Identity” means product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures characters; stories, storylines, 
plots, thematic elements, dialogue, incidents, language, artwork, symbols, 

designs, depictions, likenesses, formats, poses, concepts, themes and graphic, 
photographic and other visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, personas, likenesses and 
special abilities; places, locations, environments, creatures, equipment, magical 

or supernatural abilities or effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly identified as Product identity by 
the owner of the Product Identity, and which specifically excludes the Open Game 
Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs 

that are used by a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor (g) "Use", 
“Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate 
and otherwise create Derivative Material of Open Game Content. (h) “You" or 
“Your” means the licensee in terms of this agreement. 


2. The License: This License applies to any Open Game Content that contains 
a notice indicating that the Open Game Content may only be Used under and in 
terms of this License. You must affix such a notice to any Open Game Content 

that you Use. No terms may be added to or subtracted from this License except as 
described by the License itself. No other terms or conditions may be applied to any 
Open Game Content distributed using this License. 


3. Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License. 


4, Grant and Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, non-excl usive license 
with the exact terms of this License to Use, the Open Game Content. 


5. Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to grant the rights conveyed by 
this License, 


6. Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright holder's name to the 
COPYRIGHT NOTICE of any original Open Game Content you Distribute. 


7. Use of Product Identity: You agree not to Use any Product Identity, including 
as an indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product Identity. 
You agree not to indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing Open Game Content 
except as expressly licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark. The use of any Product Identity 

in Open Game Content does not constitute a challenge to the ownership of that 
Product Identity. The owner of any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that Product Identity. 


8. Identification: If you distribute Open Game Content You must clearly indicate 
which portions of the work that you are distributing are Open Game Content. 


9. Updating the License: Wizards or its designated Agents may publish updated 
versions of this License. You may use any authorized version of this License to 
copy, modify and distribute any Open Game Content originally distributed under 
any version of this License. 


10. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute, 


11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission 
from the Contributor to do so. 


12. Inability to Comply: If it is impossible for You to comply with any of the terms 
of this License with respect to some or all of the Open Game Content due to 
statute, judicial order, or governmental regulation then You may not Use any Open 
Game Material so affected. 


13. Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this License. 


14, Reformation: If any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it enforceable. 
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